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Customize your.character’s name, face, 
armor, abilities, race and class—from 
barbarian.warrior to elfin wizard. 
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Do something. Fight for money, power and respect in the 


underground. The battle begins at defjamvendetta.com. 
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out of the tombs. into hell. 


Whatever 
you guys do, don't 
ever print this picture 


I'm BACK, just intime <4 


for the really cool stuff! 





he reports of my death have been While | was—ahem—away, Senior Editor 
greatly exaggerated. I’m alive and Stephen Frost filled in and did a bang-up job. 
well, having just spent two months There were jokes made at my expense, but 
sunning on the beach at a tropical I'm not the type to hold a grudge (back to 
resort, fanned at all times by bikini- cleaning those toilets, Frost!). 
clad beauties with giant leaves... Okay, so | Anyways, | came back just in time for our Editor-In-Chief Yes, bacaiise [an Nee: That 
was really just at the local beach eating hot big Enter the Matrix issue, and being the huge Adventure games, plat- Keanu dude can’t even begin to 
i ; ; formers and everything else act as good as I can. Word, yo! I 
dogs... What? Oh, all right—I was at home in Matrix fan that | am, | couldn’t be more Comics, hoops, J-Pop, could be the one macking ait 
my underwear watching reruns of the A-Team —_ excited about this game and the new movies. argv ies Se bys Mais with Trinity, not him. Uh-uh!!! 
and eating Cheerios. There, happy now? Read on and you will be, too! CHRIS SLATE 
STEPHEN FROST RANDY NELSON ERIC BRATCHER 
SENIOR EDITOR REVIEWS EDITOR ASSOCIATE EDITOR 


LIKES: Lamborghinis 
HOBBIES: 80’s Rock Ballads 


%y Ever been in Bullet Time? 

i No, I’ve been told to stay 
away from that particular 
San Francisco club by some 
of my closest friends. 


LIKES: Shooters, Racers 
HOBBIES: Building PCs 


= Ever been in Bullet Time? 
No way! That scene in 

| Bambi, where the hunters 

shot Bambi’s mom, scarred 
me forever, Mommy! 


LIKES: RPGs, Weird Imports 
HOBBIES: Making up words 


Ever been in Bullet Time? 
I'm pretty much a hillbilly, 
so all the kids in my hood 
had BB-guns. You can 
imagine how that went. 


the 


TEAM 





BILL DONOHUE 
MANAGING EDITOR 


LIKES: polish-pope.com 
HOBBIES: Selling CDs! 


Ever been in Bullet Time? 
Yes, I have, except that I 
like to refer to it asa 
Hangover. Everything 
moves real slow and hurts. 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: Omnipotence 
HOBBIES: Ruling everyone 


Ever been in Bullet Time? 
lam not having Bullet 
Time, but | am squishing 
your head with my fingers! 
Ha, ha! Is that hurting? 


DAN FITZPATRICK 
ART DIRECTOR 


LIKES: Bacon Bacon Burger 
HOBBIES: Feeling baby kick 


Ever been in Bullet Time? 
Sure! During the last few 

| days of magazine produc- 
tion, bullet time really 
helps get the pages done. 


Ever wonder what a crack team 
of videogame journalists looks 
like? ...Aw, c’mon folks, just 
work with us a little, here... 


veryone who thinks that The Matrix is officially “The Coolest Thing Ever” please raise 
E your hands... Yep, that’s just about everybody. We feel the same way, which is why 
we're super excited to give you an exclusive look at Enter The Matrix for PS2. Enjoy! 
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Violence 





s  CYERLOER 


oo JUDGING EGNTEST 





Ui trip to Spring reining to meetthe cover 
athlete of MLB Slugfest 20-04 videogame 
@ a jUdge in the nationwide 


Midway Sports Cheerleader search. 


MigWeay Sports is conducting 3 search for the next 
Midway Sports Cheerleaders, and you have a 
Chance to be a part of the action. 

Go) to WWW midWeysports:ner for more deteils. 


Nev oM oneal acess -W OMAN asUIekcs Seo MEN LMU UKM (Sey cues 
March 10, 2003)at'17:59)p.m. (ET), Enter online only at www.midwaysports net (full rules available at that-site)) 
Sweepstakes open to residents of the 48 contiguous United States, excluding Florida residents, who are not Ciiqiole 
Must be male, 18 or older, and have Internet access, and be available to travel on or around Marchi18) 2003, Prize 
includes three day trip for onto Miami and tickets to watch Jim Edmonds in spring training, ARV: $2130) 
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FEATURED 
PREVIEWS 





“Get your ass to Mars” LucasArts pts you 
in the role of a Special Forces member. 





e took a trip deep inside The << BUCKLE YOUR 
Wie in order to get the full SEATBELT, DOROTHY, b — — 

scoop on the highly anticipated ‘CAUSE KANZAS IS ROBIN Hoop: DEFENDER OF THE CROWN “— 
and extremely ambitious game. GOIN’ BYE-BYE >> A classic returns in all its glory. Return to 


the old days and party with the Merry Men! 









PSM MAKES filsv/(e7):\ 
GTA a et NG 
STRATEGY 






The multi-city racing sequel gones online, 
but runs right into a two month delay. 





TENCHU 3 
Hands-on with the cana Ninja game. See 
the new characters and innovative features! 
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The Matrix Revealed 


* Our first look at this long-awaited title... pg. 59 
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| Why? Because we can, of course... pg. 54 
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“Your inside look at this month’s 
hot topics, gear and games 
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Soul Calibur 2! 
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Find out which new games are 
coming up next for PS2 


m=) = \AIC 

A.4...4 —_ 
The world’s most accurate, 
in-depth game reviews 
ser fhE OF THE MONTH: 
GUILTY GEAR X2 «32 
Hey: 2D fighters are back... ina 
big way! We're not foolin’! 


ATV QUAD RACING 2 ets] 


BLACK & BRUISED CP 
DARK CLOUD 2 40 
DEVIL MAY CRY 2 Br) 
GALERIANS: ASH 42 
THE GETAWAY 41 
GUILTY GEAR X2 PA 
NM 46 
a OY 38 
XENOSAGA 39 


Your first look at the hottest 
new PlayStation 2 games 


BREATH OF FIRE 4 79 
DYNASTY WARRIORS 4 77 
MIDNIGHT CLUB II 76 
MLB SLUGFEST 20-04 70 





MVP BASEBALL 78 
RTX 72 
ROBIN HOOD: DOTC 9 
SPLASHDOWN 70 
SPLINTER CELL 75 
TENCHU 3 80 
WINNING ELEVEN w fe) 
ZOE: THE 2mm gy , 66 
ew ye 
RUN Say) \ a, 

° ae ae 

vi Se 
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Tips, guides and cheats that 
will make you a winner 


DEVIL MAY CRY 2 82 
r made us cry a little bit, too... 
CONFLICT DS 90 
DARK CLOUD 2 89 
DEVIL MAY CRY 2 +39) 
GALERIANS: ASH 90 
GUILTY GEAR X2 88 
SW BOUNTY HUNTER 90 
SW CLONE WARS 90 
TONY HAWK 4 89 
WHITEOUT 90 


<< [HE WIUSsI EYE- 
POPPING 20 FIGHTER UF 
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Street Fighter is no longer the king of 2D fighters! See how 
GGX2 destroys the competition in every way imagineable. 


FEATURED REVIEWS 


ayy ae 


CH TY 
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4 DEVIL MAY CRY 2 Not quite as a XENOSAGA Namco’s RPG sets 
“bad-ass” as we were hoping for. the oer for an ele adventure. 


4 PRIMAL Hungry? Sony's game 
is one major visual feast. Yum! 


4 DARK CLOUD 2 One of the 
must-have RPGs this Spring! 


is the magazine for the gaming elite—the hardcore gamers that support and drive 
this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 
family” or waste space interviewing movie stars that have nothing to do with games. 
That’s just not what we're into. 


is also proudly independent. We have no official corporate sponsor, so you can trust 
that our reviews and opinions will always be 100% our own. Our readers always come 
first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
PlayStation 2 gamer, who deserves nothing less, Now let’s get this issue going! 
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A true fan 


Knows the organist and the mascot’s real identity. 
Would play for free. 


Has never caught a hall, but always brings a mitt. 


Understands the infield fly rule. 
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SEQUEL TO THE TOP-RATED BASEBALL GAME 
BY OPM, GAMEPRO AND EGM. die: 


ae 
Wee EU Oo 
‘t > 
aa hy Teh 
PaaS 
ea Ema 


tir] 











RT w A 
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© 2003 The 3D0 Company. All Rights Reserved. 3D0, High Heat, Two On Two Showdown, and their respective logos, are trademarks or registered trademarks of The 3D0 Company in the U.S. and other countries. P oy 
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Can spot a change-up a mile away. 


Will hug a stranger over a sac fly. 


Can name the farm teams. Double-A, too. Heck, Single-A. 


Can find the shortest hot dog line. 





nl 





“This is the only next-generation title that realistically 


re-creates every facet of the game.” 
— EGM (March 2002) 


“Console baseball's first grand slam.” 
— OPM (March 2002) 


New graphics include all new, motion-captured animations 


New Career and Franchise modes include full Minor Leagues™ system 
(AAA, AA, A) and unlimited seasons 


Two On Two Showdown™ mode for the ultimate quick game fun 


Improved award-winning controls, A.I., and baseball realism 
Curt Schilling consulted to create 27 individual pitch types 


Only plays HIGH HEAT” 





dh VWIH HOA 


\ 7002 JIVEISYE S79 


REAL. BASEBALL. 


www.highheat.com 























oul Calibur 2: 
First PS2 Screens! 





































t’s been a long wait 
for fighting fans. Soul 
Calibur 2 has been in 
arcades for months 
(running on PS2- 
based System 246 
hardware), but Namco has 
been tight-lipped regarding 
the home conversion— 
until now. From the 
looks of things, the 
wait will have been 
well worth it. 

Soul Calibur 2 will 
release on all three 
7  platformers (PS2, 

GameCube, and Xbox) 
simultaneously on March 
27 in Japan, followed by a 
same-day U.S. release for 
| the three machines in 

August. Why the five-month 
wait for a game with such 
little translation requirements? 
We can only chalk it up to 
“strategic” product release 
m, staggering on the part of 

Namco-Hometek, the 
company’s U.S. arm. 

When the game arrives, we 
can count on at least a one-to- 
one visual conversion of the coin- 
op, joined by the traditional 










Thankfully Heihachi isn’t 
wearing his infamous “sumo 
diaper” from Tekken 4! 


AU 
Cet ee 


We asked visitors to 

PTAA TUR e TMNT A CA 

A (eleteyete Ma telco CSV AUOLe] C8} (23%) 

most like to see in a fighting 

game. While most of the votes Haan pepe 
went to obvious choices, like Solid i 
Snake, it was nice to see Ratchet Jak (Jak and Daxter) 9 
get a few votes! (3%) 


BOTTA Kal at 
(GTA: Vice City) 
78 (25%) 


Tidus (Final 
Fantasy X) 71 


Solid Snake 
(Metal Gear 
Solid) 136 
(43%) 
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home-only goodies we've come to 
expect from Namco’s arcade con- 
versions. In addition to the usual 
slew of home modes, such as 
Arcade, Versus, Time Attack, 
Survival, Team Battle, and 
Practice, the game will feature a 
mission-based Weapon Master 
mode. In this mode, players will 


Lara aL 
Cay acd 
element without 

Bi nee md 

eri tbattg 

Revue Colom 

ee ee oR UL UT 

MCL icd 

ies 


battle to collect 200 different 
weapons, which can then be 
equipped, a la an RPG, and learn 
to master each of their unique 
qualities in battle. 

Apart from the added modes, 
the home versions of SC2 are also 
getting an all-new character 
named Necrid, who was designed 








oie tale 
HAVE BEEN 
WELL WORTH IT >> 


a 






A The mix of Heihachi’s hand-to-hand style with SC2’s weapon fighters should be 
interesting, to say the least. Let’s hope he really is the “king of iron fist.’ 


by Spawn creators Todd 
McFarlane Productions, and each 
specific console will get its own 
exclusive “guest character’ On 
PlayStation 2, we'll be getting a 
bare-fisted Heihachi from the 
Tekken series; GameCube and 
Xbox get Link (from The Legend 
of Zelda) and Spawn, respectively. 


A Whether or not Heihachi will 
have any new moves in Soul Calibur 
2 remains uncertain. 


A The environments are much 
larger than in other fighting games, 
and promise some degree of inter- 
activity with the backgrounds. 


_& GameCube fans will get to play as the grown-up 
PO ume cs kop one 


Given Namco’s track record with 
hidden surprises, we wouldn't be 
shocked to see some other 
unlockable characters show up, 
either. We'll have more on this 
impressive-looking fighter soon, 
but for now, check out these first 
PS2 screens and start warming up 
those arcade sticks! 


A The lighting effects look every 
bit as good as the in the arcade 
version (i.e. purely incredible). 


ee in this shot is 
the extremely fluid, motion- 
captured animation—believe us, it’s 
gorgeous. Really, really gorgeous! 
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RUMORS 


PORTABLE PLAYSTATION 
RESURFACES 


We'd almost given up hope that Sony would ever 
try to take on Nintendo’s dominance of the 
handheld game market, but recent rumblings on 
this front have given us (slightly) renewed hope. 
According to this rumor, an unnamed developer has 
already been made privy to Sony’s plans for a 
PlayStation-branded portable, but no other 
specifics are making the rounds at present. 

Our take: With Nintendo's recent announcement of 
the slick-looking, lighted Game Boy Advance SP, 
Sony’s going to have to do something before too 
long if it ever hopes to get its foot in the door of 
the handheld market. Its chief concern would 
obviously be one-upping the Big N in some way 
(perhaps by delivering PSone quality 3D ona 
portable?) as it did against Sega’s Saturn, but tech- 
nology costs and simply cramming everything onto 
a tiny cartridge (a format Sony isn’t used to, at least 
for games) is another consideration. The fact that a 
developer has supposedly seen Sony’s plans means 
that the project's at least out of concept phase, but 
that still doesn’t mean we'll see it anytime soon. 
Probability: 60% 


FREE RADICAL’S NEXT PROJECT 


The UK-based developer of TimeSplitters 1&2 is 
hinted to be working on—apart from the inevitable 
TS sequel—an entirely new franchise-starting title 
outside of the first-person shooter genre—and no, 
you can’t make a “what will it be—a third-person 
shooter?” joke. 

Our take: An expansion into other genres wouldn't 
surprise us (after all, wouldn’t you get bored of 
making only FPS titles, albeit good ones?) but we're 
not so sure what direction the Free Radical gang 
may go in given that their expertise is in the FPS 
genre. Maybe a third-person adventure game, or 
(seeing as how they're also ex-Rare staffers) a plat- 
former? Only time will (hopefully) tell. 

Probability: 90% 


SONIC TEAM’S SECRET REVEALED? 


Though the creators of Sonic the Hedgehog have 
denied working on any PS2 titles (see our PS2 
2003 preview feature, issue 67) a rumor circulating 
in Japan says otherwise. According to that country’s 
gossip mongers, the project may involve the classic 
Japanese animation character Astro Boy, created by 
the legendary Osamo Tezuka. Sega picked up the 
rights to produce games based on the character 
some time ago, and a new film starring Tezuka’s 
creation is currently under development. 

Our take: Astro Boy is a huge license in Japan— 
Tezuka himself is considered by many to be anime’s 
equivalent of Walt Disney—and Sega would 
obviously want to give the character to its top 
talents and develop the game for the most broadly- 
accepted platform (i.e. Sonic Team and PS2, 
respectively). Yuji Naka’s crew also has a good deal 
of experience with flight mechanics (which would 
factor heavily into the game) from its work on the 
excellent Sega Saturn game Nights. The scenario 
sounds plausible, but Sega’s mum on the subject— 
hopefully we'll have some more juicy tidbits soon. 
Probability: 60% 
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Could 7 Conhe be | in for 
some competition? 


ith Konami's retro remake already blasting 
Wi: way onto the charts, Majesco is teaming 

with Japanese artist Yasushi Nirasawa (Soul 
Calibur) for its own homage to the classic side-scrolling 
run and gun shooter. Players will take on the role of a 
mercenary commando charged with ridding a U.S. 
Marine Space Force base of alien life forms using 
upgradeable weapons. The most interesting aspects of 
BlowOut at present, however, are its level editor and 
online component. Players will be able to create their 
own stages, then share them with others over the 
Internet, as well as download new levels from the 
developer, along with artwork and other content. 
BlowOut is slated for release this fall, so expect a more 
in-depth look at the game soon. 


<4yv Like Contra, 
the game will be 
side-scrolling, 
but feature fully 
polygonal 
character models 
and levels. 








2. War of the Monsters 











MONITOR ¢¢ 


















DEN STC naa 


Look oul, Vice City! 
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early 3D “criminal simulator” pioneer Reflections has 

finally shown its hand with Driver 3. Due for release at 
year’s end, the game has been in development since before the 
company’s recent title Stuntman was completed, and, in fact, uses 
that game's engine as a basis for its own (greatly improved) visuals. 

So far, it’s been revealed that Driver 3 will feature accurately 

recreated likenesses of Miami, Nice, and Istanbul, and as in Driver 2, 
players will be able to get out of one vehicle to commandeer 
another. Unlike the series’ second chapter, however, lead character 
Tanner will now be able to enter buildings and use a firearm. 
Reflections is also throwing trucks and boats into the motor pool 
for a bit of variety. The main focus of the game will (as the title so 
Eee lara Nain oid MMe lana lao eM ers] elim COM] aCe aT 
Reflections crew manages to squeeze out of PS2 in terms of 
PNT ecwe lee ae) ow VM tn Cm Una Tem-l Cele a (eR 





The battle to save the outside world starts within. As Jen Tate, a conflicted 
and unsuspecting hero, you'll assume a host of savage yet intelligent 
demon forms in order to save four distant realms — from decaying kingdoms 
submerged in poisoned waters to bleak netherworlds shrouded in eternal 
winter. You'll engage legions of enemies. Meet and, at times, be incarnated 
as Scree, an ancient and powerful ally. And ultimately face your own 
shocking secret. Inside and out, there is no sanctuary. 


_ ieee a 


Like the original PSone Driver titles, this one will be cutting-edge in terms of 
its photo-realistic visuals—only without the slowdown of Driver 2 (hopefully). 
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Lala) ote ed bk Oil 


Hunter: TheiReekeni 


A new balile against 
evil lakes up 
residence an PS2 


ased on the White 
84 Wolf pen-and-paper 

RPG of the same 
Lael eA CALC eae Liem ee, OLE] 
Wayward isn’t simply a port of 
the previously released Xbox 
game. Instead, developer High 
Voltage Software is taking the 
core style elements of that 
game, devising a completely 
new story, and adding a new 
character to the fray. The a 
result aims to be a rarity: a y 
CO) Aere (ISM Yer=l CMe SU OMT) 
five unique default character 
Classes, each with their own 
special forte. Though early, the 
PS2 version—due this 
summer—is already sporting 
SOMO MUERTE Mem tire) 
made the original a standout 
on Microsoft’s machine. Look 
for a full preview soon. 







ROUND ONE: Background 


Heihachi: Evil martial arts Hibachi: Compact grill that’s 
master from the Tekken series really popular in Japan 






Heihachi: Runs the multi- 
national Mishima Corporation 


Hibachi: Made by several multi- | 
national corporations 


AeA Dy 


Heihachi: Possesses “fists of Hibachi: Features an iron grilling | 
iron” and blazing ambition surface and blazing briquettes 


Heihachi: Can beat 100 foes in 
less than 30 minutes 


Hibachi: Can heat some tasty 
food in less than 30 minutes = | 





ROUND THREE: Adversaries 


Heihachi: Hates all of the 
Tekken tournament fighters 


Hibachi: Hates rain and people 
who don't clean it very often 











Hibachi: Once gave Bill a really 
nasty burn on his hand 


Heihachi: Once beat up a guy 
for calling him “Mr Pointy Hair” 
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Exploring Final 
Fantasy's 
Origins 


who are about to get another taste of retro 

Final Fantasy adventure. Square has locked 
in an April release for Final Fantasy Origins, its 
enhanced compilation of Final Fantasy | and II (the 
original 8-bit Famicom title, not the first SNES Final 


Tite: still life left in the PSone for RPG fans, 


| Fantasy) and revealed that both games will ship on 


one disc, rather than two as in Japan. As previously 
reported, both games have been updated to feature 
better (roughly 16-bit quality) graphics and CG 
cutscenes, but the collection will also boast a art 
gallery mode and a so-called “beastiary” where 
players can read up on the various monsters who 
appear throughout both games. 
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INTERACT LOSES 

CTV APY 4 

Peripheral giant Interact has been 
dealt a significant blow by UK- 
based Datel, which makes the 
GameShark and will now distrib- 
ute it on its own in the U.S. (as 
the Action Replay). Interact has 
vowed to develop its own code- 
cracking contraption, but whether 
it will be able to get it on shelves 
soon remains uncertain. 


MORE STYLE, LESS 
SUBSTANCE 


Several recent releases have 
seemingly foregone hearty 
helpings of gameplay in lieu of 


A incredibly lengthy cinematics. Last 


year’s Metal Gear Solid 2 (a great 
game, admittedly, but heavy on 
cutscenes) was one of the first 
PS2 titles to exhibit this trait, and 
we can only hope that this will be 
a limited trend. Is designing a 
couple more levels really that 
much harder than animating 30 
minutes of pointless FMV? 





Tag team players can switch Launch double attacks 
between characters seamlessly! a ' with a team member! 
Engage in 2 player and single player combat or tag team battles! 


From the hot new Television Show on Cartoon Network! 


Based on the comic by the great manga artist, Rumiko Takahashi, Bandai 
is proud to present INUYASHA for the PlayStation game console! Battle 
your way through the thrilling world of INUYASHA and unlock new A 
characters for hours of pulse-pounding fighting action! Go head-to- bach 


head against a friend, or team up in tag-team and versus modes! in this 


fight for fun, you'll always come out the winner! = ~ Pan 
et or fr, yout ty A dele Fe 





Suggestive Themes 


Violence - —_> Inuyasha ® or TM, the Inuyasha logo, and all related characters and elements are trademarks of 
2 Shogakukan Production Co., Ltd. © 2003 Rumiko Takahaski/Shogakukan-YTV-Sunrise. © 2002-2003 
PlayStation BANDAI. This product is manufactured, distributed and sold under license from ShoPro Entertainment. 
All Rights Reserved. 











report from 1985. It suggests that the 
d that the less educated 


This is the cover of a real tobacco company 
e less educated an 


younger adult population will becom 
might make a great market for them. So give a heads-up to all your dumb friends. 
For more tobacco documents, visit thetruth.com 


THIS IS WHAT WE KNOW. IMAGINE WHAT WE DON’T. 








CHECKPOINT 


This is your one-stop spot to get a handle on the best stuff headed our way. 
Please keep in mind that release dates are always subject to change. 
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ES World's Scariest Police Chases 2 
Action 
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The latest Silent Hill 
should easily be the 
most disturbing (and 
action heavy) yet. 








Fear Effect Inferno Action 
Freaky Flyers Petal ty 
Kengo 2: Legacy of the Blade arid 
The Hulk Action 
The X-Files: Delirium PTT ie 


JUNE 





Dungeons & Dragons: Heroes 





26 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #69 MARCH 2003 / www.psmoniine.com 







ACTER muU mld 
CO a Teen ig 
RUM RM ele 
Ee) may tha 





















Here’s a look at some of the 
hottest new gear everyone’s 
talking about 


From: Danger, Inc. 
Price: $249 
Available: Now 


For the gamer who has to have the 
latest in cutting-edge wireless 
devices: say hello to Danger, Inc’s 
Hiptop Communicator. It looks like 
a portable game system, but this 
pint-sized gizmo is actually a cell 
phone with a twist. In addition 

to making wireless calls, it can 
browse the Web, send and receive 








and, of course, play games via its larger mono- 
chrome screen. 

The screen itself is what really sets it apart from 
other Web-enabled wireless phones; it’s big and sur- 
prisingly high-res. The screen rotates open with a 
slight push to reveal a traditional keyboard, so 


TOP 10 DVDs 


; em OUR TOP PICK: 


03/04/03 

It’s the first season of the hit 
MTV series—completely uncen- 
; sored, plus four never-before- 

§ seen episodes. Hopefully there 
| will be subtitles for Ozzy... 

























2. The Ring 03/04/03 
3. 8 Mile 03/18/03 
4, Futurama: Season One 03/30/03 
5. Star Trek IV: Collector’s Edition 03/04/03 
6. Jackass The Movie 03/25/03 
7. Labyrinth (Superbit) 03/04/03 
8. Half Past Dead 03/04/03 
9. 1 Spy 03/11/03 
10. Friday After Next 03/25/03 


mela d 


sted Ff 
e-mail, chat via AOL Instant Messenger, ~ ad 1] 












¥ The Hiptop Communicator looks like a prop 
from Star Trek: The Next Generation, only you 
don’t have to wear one of those silly skin-tight 
jumpsuits in order to use it. 





there’s no need to peck away at a 
telephone-style pad to send 
messages. There’s also a scroll 
wheel similar to that found on 
most computer mice, which is used 
/ to navigate menus and perform 
other functions. It even flashes 
4) different colors when the phone 

rings, and can be set to flash a 
particular color when a certain 
caller tries to contact you (poly- 
phonic ring tones can also be set 
for each caller). 
3 It’s a cool design, and one that we 
could only wishfully hope that Sony 
might adopt if it ever produces a handheld game 
system of its own. It’s not cheap, but with service 
(from T-Mobile) running $40 a month, it certainly 
boasts a lot of bang for the buck. 


htt 2 


TOP 5 MOVIES (THEATER) 
OUR TOP PICK: 


03/21/03 
Directed by Joel Schumacher, 
| this thriller stars Colin Farrel 
(Minority Report) as a man 
trapped in a phone booth as a 
sniper (Kiefer Sutherland) 

} threatens his life. 























2. Tears of the Sun 03/07/03 
Bruce Willis leads a commando team into a Nigerian jungle to rescue 
a femme fatale played by Monica Bellucci (The Matrix Reloaded). 

3. The Hunted 03/14/03 

This flick sees FBI tracker Tommy Lee Jones hunting down Traffic’s 
Benicio Del Toro, a hunter himself—of humans, not animals. 

4. Head of State 03/28/03 

Chris Rock becomes the Democratic party’s candidate for president, 
then chooses his brother (Bernie Mac) as his running mate. 

5. The Core 03/28/03 
Armageddon at the center of the Earth—that pretty much sums up 
this big budget action flick, which sees a team of tough guys journey- 
ing to the planet's core to prevent a disaster. 


a 








Capcom's new Web teaser for its first 
; _ online survival horror game simply 
blew our minds. Not only does is look 
incredible, but the teamwork aspect 
seems innovative and—gasp!—you 

| don’t have to wait for doors to open. 


How could we not be excited about 
Namco’s weapon fighting sequel 
after seeing the first PS2 shots of it 
in action? The new Weapon Master 
Mode with its 200 weapons, plus the 
addition to Heihachi from Tekken a 
have really raised our anticipation. (7 We 





We’ve been playing a near final rev 
of Activision’s latest ninja game for a 
while now, and what we’ve been 
seeing has us impressed. The game 
truly builds on the first (and will 
hopefully make up for part two). 





with high enough clearance to “enter 
The Matrix,’ but what he’s been 
telling us about the game’s unique 
mix of genres (including hacking) 
almost has us more excited about it 
than the movies themselves! 













Okay, so there aren’t any weapons or 
cage matches, but the feel of this 
hip-hop grappler is what has us 
excited: its responsive controls make 
it feel like a fighting game mixed 


The Xbox stunner is coming to PS2, 
and the visuals are surprisingly 
comparable. The graphics aren’t 
what have us hyped, though—it’s the 
super-realistic stealth gameplay that 
makes MGS2 look like an arcade 
game by comparison. 





Square hasn't released much new 
info on its FFX off-shoot, but the 
concept of a mission-based RPG 
starring sexy female characters and 
set in the FF universe is enough to 
keep us excited. 


It’s been delayed, but we’re hopeful 
that the newly-revealed online 
component will more than make up 
for that. The first game is still one of 
our favorite PS2 racers, and this 
one’s looking even better (and * 
definitely bigger) so far. | 











A playable demo of this Hideo Kojima 
produced “anime simulator” sequel 
has finally hit the office, and we’ve 
been floored by the huge leap in 
mission variety and the number of 
enemies you'll take on at once. 


Basketball sims are great, but every » 
once in a while we just want a really 
fast-paced, loosely refereed game of 

hoops. The first NBA Street was great 
for that, and its sequel, with all its 
added elements and players, is 
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“Game of the year. 


ect Lay ae ae Xbox Game of the Year 
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“The best Xbox game of 2002.” 


Entertainment Weekly ~ erases 
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“Don’t hesitate to oleh ad obts 
amazing game.” 
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in stealth combat.” 
GamePro ~ 5/5 
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“9.6 highest score ever.” 
Official Xbox Magazine ~ Editor’s Choice Award 
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WHEN YOU’RE THIS DEADLY, 
ONE PLATFORM CAN’T HOLD YOU. 


eee 


REDEFINED FOR THE PLAYSTATION’2 


COMPUTER ENTERTAINMENT SYSTEM. 
bad 


Redefined with all-new cinematics and four exclusive new levels, Pate Tout 
in stealth combat just got even deadlier. Thermal goggles, prototype guns, 
and the ability to use your enemies as human shields are just a few of 


the weapons and tactics in your arsenal. You have 





B PlayStation.2 Bu 
Fs eres 3 aoe 


peen entrusted to protect America’s freedoms. 





You are Sam Fisher. You are a Splinter Cell. 


Wer rad 


www.-splintercell.com 
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FROM BENEATH THE SWRFACE 
‘A’ SECRET HIDDEN FOR EONS IS ABOWT TO BE REDISCOVERED 
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(BD Black & Bruised 
CE) Dark Cloud 2 
EQ) Devil May Cry 2 _ 










(3 Galerians: ASH 
CIB The Getaway 





EP Guilty Gear x2 
ES Primal 
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EE) PT.O. IV (cool name, eh?) is the ee A Classic Guilty Gear characters such as Sol Badguy (right), are joined iy 


¥ Sol Badguy 





closest thing the series 


n' , like th 
acto amie cheer” Ze ivve tive newcomers, e skate-wearing, yo-yo swinging Bridget. 


GUILTY GEAR X2 


SS most eye-popping 2D fighter of all time 


EE) Xenosaga 





SCORING 


Gy cvassic 
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is also one of the best we've ever played 
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[3 very coop 
ACT Teele | °, a : 
Pentel uilty Gear X2 could obsessive few, but it deserves to break the genre 
; Try save 2D fighting in wide open. 
6 Ng : 4 America, if there are GGX2’s aesthetic appeal is simple. This game's 
pea aE i , enough players left to —_visuals and sound have all the subtlety of a base- 
5 tele Pe ee en ‘ $ / give it a try. Nothing ball bat to the head: demented cartoon fantasies 
; ; since Street Fighter I] has had the on the one hand and cranking heavy metal on the 
4 BPN ; ; 
eRe time uC a” : potential to hook the competitive spirit of other. Series creator Daisuke Ishiwatari has man- 
a oe a casual gaming audience, and nothing at aged to find that rarest of opportunities, the 
5 fe all in the 2D arena has ever looked this chance to give his imagination free rein. 
[23 AwFut i i 
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Why would anyone do this to us? y 


Combine that imagination with high-res 
sprites, multi-layered backgrounds, and 

















game, whether because of its a live rock ‘n’ roll band—the result is a 
Rr Rol mre R= Rate) cot y - Visual style or because 2D fight- 
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HOW IT STACKS UP 
Virtua Fighter 4 

Guilhy Gear X2 

Tekken 4 

Marvel Vs. Capcom 2 
X-Men: Next Dimension 







can give you the absolute best informa- 
tion to help you buy. 

Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy oR Ie 
Award. We don’t hand these beauties at) eee eee eR 
ohia=- Con mel Ro -Ree Rene Mal) A : is ECR mr ee eto 
a game box or advertising, you'll want to ™ sR RCM RRC) 
ne Pteketare ain ah FINAL SCORE Fy eee mela Co 

Finally, when looking up past scores, 3 
keep in mind that older games usually 
wouldn't fare as well if they were 
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It looks amazing in still pictures, 
but seeing GGX2 running (espe- 
cially in progressive scan) is a 
sight to behold. The special move 
effects are totally mind-blowing. 


‘i 


_ << THE VISUALS HAVE ALLTHE 
\ SUBTLETY OF A BASEBALL BAT — 


A You might want to consider playing with shades on, because this is retina-melting stuff. 


joy to look at and listen to, unless one 
happens to be allergic to this sort of 
hard-driving music. 


POETRY IN MOTION 

As a game, however, GGX2 sneaks a 
boatload of complex fighting tech- 
niques in a Trojan horse of flashy 
combos and super attacks. Unlike 
Capcom's recent offerings, which wear 
their depth on their sleeves, Guilty 
Gear looks relatively simple on the 
surface. It has a modest selection of 
characters, it includes no alternate 
skill sets to choose from, and to the 
untrained eye it has the combo-happy 
look of Capcom's Versus games. 
That's the hook, you see—it doesn’t 
give the impression, as Capcom Vs. 
SNK 2 might, that it’s intended for 
experts only. 

Nevertheless, the depth is there. 
GGX2 includes a huge selection of 
movement options, cancel techniques, 
and damage modifiers, as well as the 
distinctive abilities of highly individual- 
ized, yet well-balanced characters. It 
builds on the previous Guilty Gear X 
with better character balance and 
more techniques designed to equalize 
offense and defense, so aggressive 
players must moderate their strategies 
to anticipate a wider variety of coun- 
terattacks. 


DEPTH PERCEPTION 
What makes GGX2 so impressive after 
long sessions of play are its many lay- 
ers of depth. A casual player can take 
it as far as they wish—it’s not neces- 
sary to completely master the game 
to have a good time with it. 
Competitive aces, however, will 


find more than enough to occupy 
themselves. Every character is 
markedly distinct from the others, 
and within each fighter’s move set 
there are opportunities for different 
players to find different styles for 
using the same character. 

Arc System Works has created 
something very special, and Sammy 
Studios deserves credit for taking a 
chance where few other publishers 
might. Now, it’s up to American 
gamers to recognize a good thing 
when it’s presented before them. This 
is not a second-rate release, as the 


Even the 
ies rts | , : 


| special attacks | 
Gls ia Sana 
, . 
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Like the characters, 
Beil t ttt || 
PU SLUT Let 

CCU ee miss ( 
| animated details. 


TO THE HEAD >> 





first American GGX was—it includes 
all the single-player modes, hidden 
characters, and unlockable extras of 
the Japanese version. So get it, play 
it, and help bring fighting games 
back. DAVID SMITH 


= _ 


A The stages are as varied as the charac- 
ters, spanning locales from a freaky under- 
world to the wing of a giant air carrier. 


<4 GGX2 is over-the-top in more ways than 
one, but steers shy of the M-rated territo- 
ry ruled over by Mortal Kombat. 


OME mitted 
} system additions 
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Gear games, including 
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A Goatlings and their upgraded forms are 
among the more challenging enemies you'll 
face, especially when they arrive in packs. 
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DEVIL MAY C 


Capcom’s hottest series simmers down a bit 














ith its bad-ass blend 
of style, attitude, 
and rock solid game- 
play, the original 
Devil May Cry set the 
standard by which this console gener- 
ation’s 3D action games are judged. It 
also proves to be a very tough act to 
follow. Devil May Cry 2 is a perfectly 
competent game, but it falls notably 
short of the original game's brilliance. 
There's still plenty of fun to be 
had, though. Dante decimates the 
devilish hordes with as much brutal 
grace as before, and scarlet-haired 
newcomer Lucia wreaks similar havoc, 
but does it wearing hip-huggers. The 
controls are nice and tight, and the 








enemy designs cool (though we'd pre- 
fer more variety and fewer palette 
swaps). It’s also bigger than before: 
Dante and Lucia take different routes 
through the main game, there are 
multiple difficulty settings (and some 
awesome bonuses for completing 
them), and then there's the Bloody 
Palace: an optional dungeon with lit- 
erally thousands of rooms. 

The problem is this: DMC 2 simply 
lacks the style, coolness and flair that 
defined the first game. For instance, 
DMC’s opening cinema was unforget- 
table, but the sequel’s opener pro- 
vides little motivation and introduces 
a storyline that is both poorly told 
and kind of meaningless. Dante is a 
bland shadow of DMC’s wise- 
cracking devil hunter, and Lucia 
spends most of the game mop- 
ing her way through an identity 
crisis. The new moves are too 
few, and the two characters feel 
discouragingly similar in action. 

Finally, there are some tech- 
<4 Watch out for small, confined 


spaces like these—they’re the perfect 
place for an ambush. 





nical shortcomings: bland color 
palettes, a camera that tends to be 
either too close or too far away, and 
perhaps most disappointing of all, a 
flaky targeting system which makes it 
almost impossible to do Dante’s 
trademark “sword uppercut, mid-air 
gunshot” combo. 

Despite all this, we don’t want to 
sound overly critical of DMC 2. It’s not 
a bad game; it’s just not the ground- 
breaking experience its predecessor 
Was. ERIC BRATCHER 






SS 
4 Lucia doesn’t use guns, but she slings 
knives like nobody’s business, and she has 
a devil trigger form similar to Dante’s. 


eh ANS eel 


Devil May Cry 

Ruger: Legendary Adventure 
Devil May Cry 2 

Ster Wars Bounty Hunter 
LOTR: The Two Towers 





A The camera stays out of the wall nicely, 
but often zooms in too closely or out too 
far, making it hard to see. 


Devil May Cry 2 is a solid game, with plenty 
FINAL SCORE 


Oe meee CaCl 
for this genre, and DMC 2 just doesn’t match 
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We tracked this 
ona recent stop to Dearborn, Michigan. 





Ash arrives at the 
swanky Dearborn Hotel wearing 


a pair of wrap-around shades. We caught 


Ash sipping 
a cup of Sri 
Lankan Chai 
Latte ata 
trendy local 
bistro. 





In arush. Ash, late for a meeting with 
his agent, fends off Deadites with a chainsaw. 


OF 





Ash switches from the trusty chainsaw to a 
boomstick just for kicks. 
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2:31 p.m. Friends in low places. An angry Ash tells a slew of pesky 5:32 p.m. Ash getting a little R&R on a friend's 
Deadites to stop bothering him by killing them. boat in Lake Michigan. 
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7:46 p.m. Presto chango! Ash throws a little magic 
spell on those darned Deadites. 





11:34 p.m. Killing is hard work. Ash takes advantage of 
the Dearborn nightlife after a job well done. 





For more snapshots of today's featured star, a is AZZ 
visit evildeadgame.com VIS entertainment plc www.thgq.com 
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4 The hand-drawn art style 
feel of the game nicely. 


PT.O. IV 
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~f Status:Available 


fits the A Planning your tactics can be very A Be prepared to remember what 
involving, if you want to succeed. 


but we’ve seen 


you learned in economics. 


Koei’s sim is decent 
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omance of the Three 
Kingdoms VII was cer- 
tainly among 2002's 
best games that nobody 
played. Relatively sim- 
ple and busting with options and pos- 
sibilities, the ancient Chinese novel 
turned simulation had us glued to our 
televisions for hours on end. 
Following up on that idea with a 
somewhat modern spin, the World 
War Il-based PTO. /V initially provid- 
ed us with just as much hope and 
promise, as we popped it into our 
PS2’s with baited breath. Unfor- 
tunately, this effort just isn’t as good. 


Supplied with better visuals dur- 
ing battle sequences and sparse FMV 
shots that ROT3K didn’t have, PTO. 
IV is primarily a shallower version of 
the classic adventures of Lu Bu. 
Though we definitely enjoyed the 
ability to rearrange history and 
choose whichever Axis or Allied force 
we preferred, there wasn’t enough 
depth to the gameplay to keep us 
interested in the long run. The major- 
ity of our time with PTO. /V was 
spent staring at our investment and 
research screen while our opponents 
kicked the crap out of us in the activ- 
ity window. Limited because of the 


guidelines for each scenario, it was 
disappointing to not be able to have 
more control over the situation than 
was allowed. 

The game still manages to put 
forth an excellent tactical battle plan 
though, and the decisions you make 
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caliber, but they certainly do the job. 
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concerning your priorities and invest- 
ments can truly make a difference if 
you know what you're doing. What 
PTO. IV really needed, however, was 
a heavier emphasis on enemy 
crunching rather than number 
crunching. JEREMY DUNHAM 
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OKAY 


Die-hard fans of Koei’s sim series will get 
more out of this than the average Joe, but 
most fans will wish that were something 
OCR mes earls el ra a 














A The locales are varied, from dark forests 
to sunny beachfronts. 


ATV: 
POW 





A With so many riders on the course at 
once, there’s plenty of competition. 


UAD 
RACING 2 


Not quite as furious as Sony’s 


recent quad racer 





e should tell you right 
off the bat that 
Acclaim’s relatively 
obscure sequel never 
quite matches 
Rainbow Studios’ hugely popular ATV 
Offroad Fury 2. With fewer cycles, less 
tracks, smaller terrain, and no online 
play whatsoever, option hounds may 
be put off by the obvious lack of 
goodies when compared to the fran- 
chise from Sony. Luckily, there isn’t 
much else bad to mention, as what 
ATV: Quad Power Racing 2 lacks in 










depth, it more than makes up for 
with its racing engine. 

That’s not to say that Acclaim’s 
racer doesn’t have its own share of 
features to reel the racing hounds in. 
It features 10 of the world’s top pro- 
fessional riders (including the leg- 





pe Tas 








endary Dana Creech), along with 10 
originally designed characters, plus 
there are still things to do with the 
game's 15 racetracks, real world 
sponsors, and 20-plus freestyle 
tricks. ATV: Quad Power 2 even man- 
ages to throw in a decent two-player 
mode with almost no slowdown and 
a blazing fast framerate in the single 
player that rivals that of the afore- 
mentioned Offroad Fury 2. 

As we stated before, though, the 
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4 Like any good offroad game, major air 
and tricks abound. 


real star of Climax’s speedster is the 
solid mechanics. Responsive and a 
heck of a lot of fun to play with, QP2 
has what appears to be the perfect 
blend of stunt driving and true-life 
physics. We only wish that there 
were more to do, tougher Al, and an 
online component for those lonely 
springtime evenings. Not perfect, but 
definitely not bad, Acclaim has a nice 
engine to build on for years to come. 
Chance it! Jeremy DUNHAM 
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XENOSAGA 


= battle system is 
very similar to the one 
used in Xenogears, only 
with much more eye-pop- 
Pye ca cee acct eos 





A Did we mention Xenosaga’s enor- 
mous amount of mini-games? You'll be 
busy for a while playing them all. 


The unofficial sequel fo Xenogears 
is bold, but a bif uneven 





irst things first: 
Xenosaga is definitely a 
love it or hate it type 
of RPG. Packed with 
ultra-lengthy 
cutscenes, minimalist music, and 
an elaborate, but suitably intense 
combat engine, the game is 
uneven at worst. But when it 
hits its stride, it’s a thing of 
beauty to behold. 

The first installment in what 
promises to be a long series, 
Xenosaga is more of a re-imag- 
ined “prequel” of Square's 
Xenogears, than a directly relat- 
ed chapter. The game's wonder- 
ful intro sequence sets up a 
rather mysterious storyline that 
catapults the player 4,000 years 
into a vaguely defined future, 


vy Every cut scene is beautifully 
rendered using in-game models. 
This is high quality stuff. 











with humans creating the first of 
a line of sentient, battle 
humanoids named KOS-MOS. 
The storyline is wonderfully 
deep, keeping much in the same 
stead as its predecessor’s 
religious and philosophical 
tones. Those enthralled by the 
original will be equally enrap- 
tured by Xenosago’s interesting 
cast of characters. 

Battles are fought with an 
engine that smacks only slightly 
of Xenogears’ button-combo- 
driven mech rumble. Now, you're 
prompted to use every resource 
in order to fight off extremely 
capable enemies who utilize all 
of the same powers you do, 
with something called “Boost” 
to gain the upper hand often. 
And since this is something 
that your characters cannot do 
as freely, it can be a bit frus- 
trating to fall victim to over and 
over again. 


PSV 
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But even with Xenosaga’s 
wonderfully intense and chal- 
lenging battle system, the game 
falls short in terms of actually 
playing time. Much of the game 
is set up dungeon to dungeon 
with incredibly lengthy cutscenes 
as exposition in between. 

Thankfully, you're able to skip 
through them. On the whole, it’s 
difficult to recommend Xenosaga 
to anyone but Xenogears’ more 
fervent fans. Though this is a 
series to keep an eye on, this is 
what it is—a precursor and 
exposition for what's to follow. 

FRANCESCA REYES 
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Suikoden 3 
shack 


Xenosaga 
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A Fishing is back, but it works its way into 
the story better this time around. 


YF Ve 


eee Na clita (titi 
ly detailed, cel-shaded 
look works wonderfully 
with the game's light- 
hearted storyline. 
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DARK CLOUD . 


Sony goes back to [he drawing board 
for a greatly improved RPG sequel 











hen the original Dark 

Cloud released, it was 

a big RPG welcome 

for PS2 owners. The 

mix of Georama town 
building, along with some inventive 
(but not necessarily fun) weapon 
management, and action-oriented 
combat held up rather well, even 
when the rest of the gameplay and 
storyline petered out. Surprisingly, it 
seems that Level 5 had many of the 
same problems with the original as 
the general public and has followed 
up with a sequel that is immensely 
more satisfying, deep, and involving 
than its predecessor. 


v The “dungeons” are far more varied, 
which is perfect considering the amount of 
time you'll spend adventuring in them. 
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In the role of Max, players are 
sucked into a lengthy adventure that 
not only spans one world, but also 
the same world 100 years in the 
future. After being pursued for the 
necklace his father gave him, Max 
runs into Monica, a girl from the 
future who has the ability to travel 
back in time. Together they must pre- 
vent an evil tyrant from ruining the 
land in the past (Max’s time) to keep 
things from getting mucked up in the 
future (Monica's time). The result is an 
incredibly fun dungeon crawler that 
mixes resource management (build 
towns by collecting Georama stones 
and various resources), loads of side 
quests (recruit town members, fishing, 
golfing, photo taking, etc.), and a 
rather pleasant storyline that remains 
enchanting throughout. 

The real pleasure of Dark Cloud 
lies in its immense amount of details. 
Your weapons are again customizable 
and have the ability to be leveled up 
into new ones. They can no longer 
“break; necessarily, but they do need 
to be repaired in order to retain their 
effectiveness. You'll also be able to 


A Most enemies force you to employ varied 
tactics, rather than just hack away at them. 


swap characters on the fly to pilot an 
old fashioned mech or to transform 
into monsters. And we haven’t even 
touched on all the other sub quests, 
side missions, and cool inventions! 
With so much to see, do and enjoy, 
Dark Cloud 2 offers RPG fans a treas- 
ure trove of gameplay that never real- 
ly lets up. Highly recommended. 
FRANCESCA REYES 
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4 You'll collect hundreds of items to use in 
specific ways—it can just take a while to 
figure out exactly what to do with them. 


HOW IT STACKS UP 
Suikoden 3 

Dark Cloud 2 

-hack: infection 

Dark Cloud 

Grandia Xtreme 
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nothing bad and what do you get? One great 
looking, goodie-packed, and compelling 
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¥ One thing’s for certain: 


the streets of London 


have been recreated in 


& 4 Interiors like this 


crack lab are packed to 
the rafters with detail. 


THE GETAWAY % 








A fine movie, but a questionable game 











he Getaway is a curi- 
ous mix of brilliant 
artistry and some 
less-than-brilliant 
game design. It’s no 
surprise, after so much time in 
development, that it features 
finely polished graphics and 
cinemas, but it’s a little shocking 
to see fundamental failings in 
its controls and level design 
survive all the way through to 
its completion. 

The stage upon which devel- 
oper Team Soho tells its story is 
a virtual rendering of London, 
massive in scale and painstaking 
in detail. The city is so huge it 
provides more space than the 
exhilarating car-chase missions 
can fill, and it’s packed with real- 
istic features, down to individual 
billboards and storefronts. 


¥y Is it horribly wrong to enjoy 
running people over? 
OOS Se Wat 





Licensed cars pack the streets, 
chatty pedestrians traverse the 
sidewalks, and the overall effect 
is often stunning, despite 
occasional low-res textures 

and some errors in the level-of- 
detail routines. 

It’s strange that after creating 
such a wonderful world to 
explore, the designers would 
make it so hard to get around in. 
The Getaway employs no 
graphical interface whatsoever, 
which leads to a navigation 
system built around a car’s turn 
signals—some missions demand 
that the player drive across 
town, chased by cops the entire 
way, with no navigation aids 
save blinking lights advising 
which way to turn. 

More glaring problems 
afflict The Getaway’s third- 
person shooting missions: 
imprecise character controls, a 
disobedient camera, and poor 
automatic aiming. Presented 


FINAL SCORE 


HOW IT STACKS UP 
GTA: Vice City 10 
Grand Theft Auto 3 9 
Hitman 2: Silent Assassin 8 
Dead To Rights 8 
The Getaway 7 


with multiple targets, the 
auto-aim frequently chooses 
non-threatening enemies over 
dangerous ones, and the clumsy 
manual aiming is usually useless. 
The mission scripting adheres to 
rigid linear progression, and both 
shootouts and stealth missions 
demand more trial and error 
than skill. 

It’s a shame that The 
Getaway should have so many 
problems, because its cinematic 
presentation is a landmark 
achievement. As a movie, this is 
first-rate, but the interactive side 
of things still needs some 
thought and repair. DAVID SMITH 















GOOD 


A remarkable game in some ways 

BURSON Aree ee 
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gaming, as it was billed. 
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A Does he look friendly to you? 
Because he shouldn’t. 








A A little rough around the edges, AA Red injection supplies the 
but still menacing enough. 


ever-useful pyrokinesis. 


GALERIANS: ASH 


More fun in the exploding-head world 






















alerians: ASH may not 
be as frightening a trip 
as its predecessor was— 
the first Galerians had 
the advantage of a fresh 
perspective and setting at the time— 
but it is miles better as far as game 
design is concerned, and serves up 
enough shocks as it continues the 
story of its unwilling psychic hero. 

It’s hard to describe how ASH con- 
tinues the story of Galerians without 
spoiling the surprises of both games, 
but it’s certainly an inventive idea, 
one which provides room for new 


concepts without stretching the 
bounds of credibility. What’s clear, 
though, is that this game plays much 
better than the original. The hero, 
Rion, has a similar arsenal of 
weapons—psychic powers and the 
drugs that activate them—but 
they're easier to use, and the limita- 
tions imposed by the inventory sys- 
tem and psychic feedback have been 
kindly relaxed. While some enemy 
encounters are a little too gimmicky, 
requiring a lot of trial and error to 
figure out the appropriate strategy, 
the wider selection of powers and 


simpler controls still make for a more 
playable experience. 

Unfortunately, despite its sharp 
futuristic character and setting 
designs, ASH is well behind the curve 
when it comes to graphics on PS2. 
Its character models in particular are 
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A Psychic powers can be useful, 
but running like hell works as well. - 









very limited, employing low-detail 
textures and unimpressive animation. 
It’s a shame that its looks have to 
hold it back, because in all other 
respects this is a fine sequel, and it’s 
still relatively unique among adven- 
ture games on PS2. DAVID SMITH 
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Get past the weak graphics and there's a styl- 
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> The graphics are 
phenomenal. We just 
wish the rest of the 

game could match. 


BRUISED ‘W 


lt looks good and has 
personality, but thal’s about it 


fter Rage Software’s 
excellent movie piece, 
Rocky, we had hoped 
that the bar would be 
aised for future pugilism 
games and spark a quality-driven ren- 
aissance in the virtual boxing ring. 
What we got instead is Digital Fiction’s 
latest stab at the genre, known as 
Black & Bruised. It’s a goofy, arcade- 
inspired, cel-shaded slugger that bor- 
ders on awful. 
The problem doesn’t lie in the fact 
that each of the game's fighters lack 





A The fighting styles look varied, but sa 
they all play out sluggishly the same. 


dly, 


personality or suffer from a poor 
design—not in the least. In fact, the 
cartoon-like boxer visages look good, 
with a nice range of stereotypes and 
sexes modeled to goofy precision. 
The real problem is the gameplay 
itself. Stiff, unresponsive, and devoid 
of any real skill or purpose, a typical 
session of Black & Bruised quickly 
degenerates into a contest as to who 
can tap the buttons before the other 
guy. Blocking, combinations, or any 
other example of boxing skill is com- 
pletely ignored. 





tic fighters taking one on the chin. 


4 Acommon scene in Black & Bruised: elas- 








It’s all rather unfortunate, really, 
as we tried extremely hard to like 
Black & Bruised. Larger than life 
characters with the Everlasts on have 
worked before: the Punch-Out 
games became bona fide legends 
when they appeared on the NES and 
Super Nintendo. But what those 
games did that Majesco’s didn’t was 
to put an emphasis on having fun 
with great fighting mechanics instead 
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A The fat guy versus the skinny guy—the 
matchup of the century! 


of focusing on the cartoon gimmick. 
Black & Bruised tries, and tries hard, 
but ultimately falls short. 

JEREMY DUNHAM 


BAD 

It looks good, but the gameplay leaves a lot 
to be desired. Even the most dedicated of 
boxing game fans should definitely try this 
PCa cma a a 
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2 unique campaigns to 
] undertake in the quest for 
: the Legendary Rose Cards 











See full 3D versions of over 850 
cards battle on the Duel Field 


Card Movement Battle 
System introduces new and 
more advanced strategies 





in Your Hands 


MMe lex Meld el (lal eta Mn 1 el Repel OR MILLE 1° | 
to reclaim the throne of England or join Seto in his attempts of 
world domination? The creation of your deck is more important 
than ever with the addition of all-new 3D battle systems, enhanced 
fusion and effect systems, and dozens of dueling locations. The 
most advanced Yu-Gi-Oh! game ever comes to the PlayStation®2 
computer entertainment system! 





Mild Violence . 
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THE STREET JUST GOT RESURFACED. 


Sada fs 





ambridge Studios and 

Sony Computer 

Entertainment have 

assembled one of the 

quietest high-profile 
games we've ever witnessed. Barely 
seen, barely advertised, and barely 
acknowledged, Sony’s brutal, but gor- 
geous Primal is actually quite the epic 
videogame undertaking. 

Put together with production val- 
ues eclipsing almost everything out 
there, the look and scope of Primal is 
that which few others in the genre 
can parallel. Whether it’s the aston- 
ishing visual presentation we're 
speaking of, the cinema-quality 
orchestral soundtrack, or the profes- 
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¥ This is just a sampling of the 
Celt eee Ble ge 


sional vocal talents of each character, 
the game's focus on becoming more 
of an experience than a mere interac- 
tive slideshow is readily apparent. 
Primal’s attention to detail and 
storytelling isn’t that only factor that 
acknowledges it as an elite member 
of the adventure category. It’s also 
the refreshing bit of character swap- 
ping you can pull off with the game’s 
two main characters Jen and Scree. 
Used in tandem to solve many of the 
game's admittedly difficult puzzles, 
the stony and unassuming gargoyle 
and his shape-shifting multi-powered 
demonic heroine are a pair with as 
much chemistry as our buddies 
Ratchet and Clank. 
It wouldn't be a stretch 
of the truth to say that 
Cambridge Studios has 
gone a bit overboard at 
making Primal more of a 
movie than a videogame. 
While the actual hours 
and minutes of cutscene 
footage still doesn’t rival 


4 From its gruesome monsters 
to characters like this one, 
Primal has some of the best 
art design we’ve ever seen. 
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Sony's evil 


A Not only is Primal atmospheric and 
beautiful-looking, it has some truly fright- 
ening moments of intense horror as well. 


adventure does the ® 
underworld proud 


that of current transition king Final 
Fantasy X, it does manage to take the 
crown for most cinemas per capita. 

Other than a lack of truly finger- 
busting battles for diehard action 
fans, the long-winded cut scenes are 
Primal's only real concern. The rest of 
the experience, in all its brain-teasing, 
high-resolution glory, is a terrific com- 
bination of gothic underworld explo- 
ration and movie-quality scripting that 
everyone should check out at least 
once or twice. Hang in there for the 
full ride though, and you certainly 
won't regret it. JEREMY DUNHAM 


HOW IT STACKS UP 
Resident Evil: Code Veronica 
Primal 

Soul Reaver 2 

Fatel Frame 

Blood Omen 2 


A Jen's sidekick Scree might not look like 
a hero, but he certainly helps out a lot. 


A Thanks to solid voice acting, the game’s 
characters all convey lots of personality, 
which really drives the movie feel home. 
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of the truly Primal kind. 


TO HELL WITH A PRITICESS, 


VE THE WORLD] 


His world overthrown, his people imprisoned, his family murdered. Vexx, Astara’s slave-turned-savior, ont , Mier (2 UA a G2 
+Over 70 objectives across 9 extraordinary worlds. *Uncover deadly attack combos and pen abilities. 
+Enemies morph into more evil forms as the light of day wanes. 
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BREAK FACES DRAW BLOOD 


FOR ALL THE PAIN HE’S IN, 
QUITTING WOULD FEEL 
MUCH WORSE. 
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Dont buy a game uniil you check here firs 
CURRENT RELEASES 


WV Ceral tal eT eli Score Genre Publisher § Summary 


Mar-03 Activision ology Old School | Activisio’ If you don’t remember the games, walk away. But if you ever had a 2600, you'll 
love this collection(it’s ‘8Os-priced, too—only 30 bones). 


id ele Battle Engine Aquila Shooter Inforgrames —_ If this is what the old-school 2D shooter has evolved into, we'll take it! Simple, 
bombastic arcade action that looks great and never lets up. Blow everything up! 


Mar-03 Evolution Snowboarding Action Konami This title is nothing but nasty, brutish and short. Konami has hit upon an 
evolutionary dead end with this series, kinda like the dodo bird. 


Mar-03 Legends Of Wrestling Il Wrestling EX@erliin) It's a better overall package than last year’s version, but the quest for a truly solid 
old-school wrestling title may really never end. 


Mar-03 Pride FC ighti THQ Extreme physical combat in the confines of a tiny ring has rarely been this fun. 
ee recommended, especially for those who like blood-splattered 
cameras. 


ele Oe Star Wars: The Clone Wars Adventure — LucasArts Despite some visual hiccups, this game's massive battles and dead-on Star Wars 
flavor should please the most rabid of fans. May the Force be with you 


Mar-03 War Of The Monsters Fighting Sony A quick-to-learn brawler with fantastic graphics, tight control, and the perfect tone, 
full of over-the-top monsters and highly destructible, interactive environments. 
What are you waiting for? 


Mar-03 Mi MCeeee / pany Konami iTGem ple) are ems NS NCL UCeMm RIEL WU Vp)/Co o/c ple] uUAY (ae li ele ia lolavm eters a TMIIRIPIL SUE) om 8p] 
what's gone before. We'll be keeping our eyes open for their next title 


Mar-03 World Tour Soccer 2003 Sports Sony CEA This is a great-playing soccer game. The controls are fast and tight and there are 
enough play modes to keep you coming back to the pitch for quite some time. 
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67 | Feb-03 | ATV Offroad Fury 2 8 Racing Sony CEA 64 | Nov-02 | The Thing 8 Horror Universal 
67 | Feb-03 | BMX XXX 6 Action Acclaim 64 | Nov-O2 | TimeSplitters 2 9 FPS Eidos 

67 | Feb-03 | Conflict Zone 5 Strategy Ubi Soft 64 | Nov-02 | Tribes Aerial Assault 8 FPS Sierra 

67 | Feb-03 | Dark Angel 6 Action Sierra 64 | Nov-O2 } Turok: Evolution 6 FPS Acclaim 
67 | Feb-03 | Disaster Report 7 Action Agetec 64 | Nov-02 | Ty The Tasmanian Tiger 8 Platform EA 

67 | Feb-03 | Disney's PK 7; Platform Ubi Soft 64 | Nov-02 | Wild Arms 3 8 RPG Square 
67 | Feb-03 | Dragon Ball Z: Budokai 3 Fighting Infogrames 63 | Oct-02 | Armored Core 3 7 Action Agetec 
67 | Feb-03 | Dynasty Warriors 3 6 Action Koei 63 | Oct-02 | Dino Stalker 5 Light gun Capcom 
67 | Feb-03 | Final Four 2003 6 Sports 989 Sports 63 | Oct-02 | GameBreaker 2003 6 Sports 989 Studios 
67 | Feb-03 | Fighter Maker 2 7 Fighting Agetec 63 | Oct-02 | Gungrave 4 Action Sega 

67 | Feb-03 | Ghost Recon 5 Action Ubi Soft 63 | Oct-02 | Kelly Slater's Pro Surfer 8 Sports Activision 
67 | Feb-03 | Harry Potter/Chamber of Secrets 6 Action EA Games 63 | Oct-02 | Kingdom Hearts 8 RPG Square EA 
67 | Feb-03 | Haven 5} Action Midway 63 | Oct-02 | NCAA Football 2K3 7 Sports Sega 

67 | Feb-03 | March Madness 2003 7 Sports EA Sports 63 | Oct-02 | NFL Gameday 2003 5 Sports 989 Sports 
67 | Feb-03 | Minority Report 6 Action Activision 63 | Oct-02 | Need For Speed: Hot Pursuit 2 9 Racing EA 

67 | Feb-03 | Mystic Heroes 7 Fighting Koei 63 | Oct-02 | Ninja Assault 6 Lightgun Namco 
67 | Feb-03 | NCAA College Basketball 2K3 9 Sports Sega Sports 63 | Oct-02 | Pac-Man Fever 5 Party Namco 
67 | Feb-03 | Pro Race Driver 8 Racing CodeMasters 63 | Oct-02 | Riding Spirits 6 Racing Bam! 

67 | Feb-03 | Rally Fusion 7 Racing Activision 63 | Oct-02 | Socom: US. Navy Seals 8 Action Sony CEA 
67 | Feb-03 | Spyro: Year of the Dragonfly 6 Platform Universal 63 | Oct-02 | Street Hoops 6 Sports Activision 
67 | Feb-03 | Star Wars: Bounty Hunter 7 Action LucasArts 63 | Oct-02 | Tekken 4 8 Fighting Namco 
67 | Feb-03 | The Sims 8 Simulation EA 62 | Sep-02 | Barbarian 7 Action Titus 

67 | Feb-03 | Treasure Planet 8 Platform Sony CEA 62 | Sep-02 | Capcom Vs. SNK: Pro qt Fighting Capcom 
67 | Feb-03 | Zapper 4 Action Infogrames 62 | Sep-02 | Fl 2002 7 Racing EA Sports 
66 | Jan-03 | Contra: Shattered Soldier 9 Shooter Konami 62 | Sep-02 | Madden NFL 2003 9 Sports EA Sports 
66 | Jan-03 | Dead To Rights 8 Action Namco 62 | Sep-02 | Mat Hoffman's Pro BMX 2 8 Sports Activision 
66 | Jan-03 | Dr. Muto 7 Platformer Midway 62 | Sep-02 | Men In Black Il 4 Action Infogrames 
66 | Jan-03 | FIFA 2003 8 Sports EA Sports 62 | Sep-02 | Mike Tyson Heavyweight Boxing 3 Sports Codemasters 
66 | Jan-03 | Grand Theft Auto: Vice City 9 Action Rockstar 62 | Sep-02 | NCAA Football 2003 9 Sports EA Sports 
66 | Jan-03 | James Bond 007: NightFire 7 Action EA 62 | Sep-02 | NFL 2K3 9 Sports Sega 

66 | Jan-03 | Jet X20 6 Racing Sony CEA 62 | Sep-02 } NFL Blitz 20-03 7 Sports Midway 
66 | Jan-03 | LOTR: The Fellowship Of The Ring 6 Adventure Black Label 62 | Sep-02 } Onimusha 2 8 Action Capcom 
66 | Jan-03 | LOTR: The Two Towers 7 Adventure EA 62 | Sep-02 | Sega Sports Tennis 8 Sports Sega 

66 | Jan-03 | Marvel Vs. Capcom 2 7, Fighting Capcom 61 | Aug-02 | Aggressive Inline 9 Sports Acclaim 
66 | Jan-03 | Mortal Kombat: Deadly Alliance 8 Fighting Midway 61 | Aug-O2 | C12: Final Resistance 8 Action Sony CEA 
66 | Jan-03 | NASCAR: Dirt To Daytona 8 Racing Infogrames 61 | Aug-O2 | Endgame 6 Light Gun Empire 
66 | Jan-03 | NHL 2K3 8 Sports Sega Sports 61 | Aug-02 | Fireblade 7 Action Midway 
66 | Jan-03 | NHL FaceOff 2003 6 Sports Sony CEA 61 | Aug-02 | MLB Slugfest 20-03 8 Sports Midway 
66 | Jan-03 | RAD: Robot Alchemic Drive 8 Action Enix 61. | Aug-02 | The Mark Of Kri 6 Adventure Sony CEA 
66 | Jan-03 | Reign Of Fire 6 Car Combat Bam! 61 | Aug-O2 | Romance Of The Three Kingdoms VII 8 Strategy Koei 

66 | Jan-03 } Rocky z Fighting Infogrames 61 | Aug-O2 } Sky Gunner 7 Action Atlus 

66 | Jan-03 | Rygar: The Legendary Adventure 8 Adventure Tecmo 61 | Aug-02 | Stuntman 7 Driving Infogrames 
66 | Jan-03 | Suikoden Ill 9 RPG Konami 60 | July-02 | FIFA World Cup 2002 7 Sports EA Sports 
66 | Jan-03 | Tiger Woods PGA Tour 2003 8 Sports EA 60 | July-02 | Freekstyle 7 Racing EA Big 
66 | Jan-03 | Tony Hawk's Pro Skater 4 9 Sports Activision 60 | July-02 | GTC Africa 7 Racing Majescco 
66 | Jan-03 | WWE SmackDown: Shut Your Mouth} 8 Wrestling THQ 60 | July-02 | Medal Of Honor Frontline 8 FPS EA 

66 | Jan-03 | Wreckless: The Yakuza Missions ii Driving Activision 60 | July-02 | Scooby-Doo: Night Of 100 Frights 6 Action THQ 

66 | Jan-03 | X-Men: Next Dimension 6 Action Activision 60 | July-02 | Spider-Man: the Movie 7 Action Activision 
65 | Dec-02 | Blade Il 4 Action Activision 60 | July-02 | Test Drive 7 Racing Infogrames 
65 | Dec-02 | BloodRayne 6 Action Majesco 60 | July-O2 | UFC Throwdown 8 Fighting Crave 

65 | Dec-O2 | Burnout 2: Point Of Impact 9 Racing Acclaim 60 | July-02 | Way Of The Samurai vi Action Bam! 

65 | Dec-02 | DDR Max 9 Dancing Konami 59 | June-02} Dropship: UPF 7 Action Bam! 

65 | Dec-02 | Defender 8 Shooter Midway 59 | June-02) Dance Dance Revolution Konamix 8 Music Konami 
65 | Dec-02 } Document of Metal Gear Solid 2 8 Document Konami! 59 | June-02} Headhunter 8 Action Acclaim 
65. | Dec-02 | Evolution Skateboarding 6 Sports Konami 59 | June-02} Lethal Skies 5 Action Sammy 
65 | Dec-02 } Hitman 2: Silent Assassin 8 Action Eidos 59 | June-02} Rayman Arena 6 Party Game Ubi Soft 
65. | Dec-02 | NASCAR Thunder 2003 8 Racing EA 59 | June-02} Red Card Soccer 20-03 6 Sports Midway 
65 | Dec-02 | NBA 2K3 9 Sports Sega Sports 59 | June-02} The Italian Job 6 Driving Rockstar 
65 | Dec-02 | NBA Live 2003 9 Sports EA Sports 59 | June-02} Transworld Surf 7 Sports Infogrames 
65 | Dec-02 | NBA ShootOut 2003 7 Sports 989 Sports 59 | June-02} Wipeout Fusion 7 Racing Bam! 

65 | Dec-02 | NBA Starting Five 6 Sports Konami 58 | May-02 | Army Men RTS 7 Strategy 3D0 

65 | Dec-02 | NHL 2003 8 Sports EA 58 | May-02 | Blood Omen 2 5 Action Eidos 

65 | Dec-02 | Ratchet & Clank 9 Platform Sony 58 | May-02 | Deus Ex: The Conspiracy a Action/RPG Eidos 

65 | Dec-O2 | Red Faction II 8 Action THQ 58 | May-02 | Ecco The Dolphin 5 Adventure Acclaim 
65 | Dec-02 | Shinobi 6 Action Sega. 58 | May-02 | ESPN NBA 2Night 2002 6 Sports Konami 
65 | Dec-02 | Shox 8 Racing EA 58 | May-02 | Eve Of Extinction 6 Action Eidos 

65 | Dec-02 | Silent Scope 3 5 FPS Konami 58 | May-02 | Herdy Gerdy 8 Adventure Eidos 

65 | Dec-O2 | Sly Cooper & Thievius Raccoonus 8 Action Sony CEA 58 | May-02 | Mad Maestro 6 Music Eidos 

65 | Dec-02 | Superman 4 Action Infogrames 58 | May-02 | Mister Mosquito 7 Action Eidos 

65 | Dec-02 | Terminator: Dawn Of Fate 6 Adventure Infogrames 58 | May-02 | Savage Skies 4 Action Bam! 

65 | Dec-02 | Whirl Tour 5 Sports Crave 58 | May-02 | Smash Court Tennis 6 Sports Namco 
64 | Nov-02 | hack 8 RPG Bandai 58 | May-02 | Star Wars: Jedi Starfighter 7 Shooter Lucasarts 
64 | Nov-02 | Commandos 2: Men Of Courage 7 Strategy Eidos 58 | May-02 | State Of Emergency 6 Action Rockstar 
64 | Nov-02 | Conflict: Desert Storm 6 Shooter Gotham 58 | May-02 | World Rally Championship 8 Racing BAM! 

64 | Nov-02 | Disney Golf 7 Sports EA 57 | Apr-O2 | Fatal Frame 6 Horror Tecmo 
64 | Nov-02 | Dual Hearts 7 RPG Atlus 57 | Apr-02 | Hot Shots Golf 3 9 Sports Sony CEA 
64 | Nov-02 | Dynasty Tactics % Strategy Koei 57 | Apr-02 | King’s Field: Ancient City 5 RPG Agetec. 
64 | Nov-02 | Ferrari F355 Challenge 8 Racing Sega 57 | Apr-O2 | Knockout Kings 2002 8 Sports EA Sports 
64 | Nov-O2 | Grandia Xtreme 6 RPG Enix 57 | Apr-02 | NFL Blitz 20-02 7 Sports Midway 
64 | Nov-O2 | Legaia 2: Duel Saga 7 RPG Eidos 57 | Apr-02 | Pirates: Black Kat 6 Action EA 

64 | Nov-02 | Mobile Suit Gundam i: Action Capcom 57 | Apr-02 | Sled Storm 6 Racing EA Big 
64 | Nov-02 | Myst Ill: Exile 7 Adventure Ubi Soft 57 | Apr-O2 } Star Wars: Racer Revenge il Racing LucasArts 
64 | Nov-02 | NHL Hitz 20-03 8 Sports Midway 57 | Apr-02 | Triple Play 2002 7 Sports EA Sports 
64 | Nov-O2 | Robotech: Battlecry Ti Shooter TDK 57 | Apr-02 | Virtua Fighter 4 9 Fighting Sega 

64 | Nov-02 | Run Like Hell 6 Horror Interplay 56 | Mar-02 j AirBlade 7 Action Namco 
64 | Nov-02 | The Scorpion King 5 Action Universal 56 | Mar-02 | ESPN Winter Sports 2002 5 Sports Konami 
64 | Nov-02 | Sega Bass Fishing 6 Sports Sega 56 | Mar-02 j High Heat Baseball 2003 8 Sports 3D0 

64 | Nov-02 | Sega Soccer Slam a Sports Sega 56 | Mar-02 | March Madness 2002 4 Sports EA 

64 | Nov-O2 | Sub Rebellion 6 Action Metro 3D 56 | Mar-02 | MotoGP 2 6 Racing Namco 
64 | Nov-02 | Summoner 2 7 RPG THQ 56 | Mar-02 | No One Lives Forever 8 FPS Vivendi 
64 | Nov-02 | Super Bust-A-Move 2 8 Puzzle Ubi Soft 56 | Mar-02 | Pac-Man World 2 7 Platform Namco 
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Rule the arena of the world’s two most powerful 
fighting Universes. Marvel vs. Capcom 2 is bar-none, 
the most insane tag-team fighting game on the planet! 
MT TLE CTTW EVEL MAE RM CEM ET 
on arcade fighting with 3 on 3 tag-team battles, unbeliev- 
able control and hyper-fast animation. wine EMA re 
Nee a eT Ee ade Er) ‘Super Heroes from 
the Marvel Universe and ELUM eT ae ois iN, 





Animated Violence 


Animated Blood Fr ~r = 
Suggestive Themes CAP. COM 


eS 
esi 
FE 
reat 
=| 











54 / PSM: 100% INDEPENDENT PLAYSTATg line.com 





STMT aos 





BY THE PSM STAFF ART BY NASKA 







fter finishing our first 
“PSM Makes” feature, 
in which we offered 
up advice to freshen 
up the RPG genre, 
we thought we'd take 
a different approach our next time 
out. This month we're focusing on a 
single game series, the biggest and 
baddest of them all—Grand Theft 
Auto. This series isn’t something that’s 
broke or needs fixing, which made 

for a challenge that we just couldn’t 
resist: how do you make PlayStation 
2’s best game even better? 


Our goal was to add radical new elements to the 
gameplay without changing what people love about 
the series. At its most basic level, G7A is a real-world 
city simulation where you plan and commit crimes; 
it’s “cops and robbers” on a grand scale. Rather than 
change that formula one bit, we've found ways to add 
exciting new aspects to the experience. Such as... 


Little Details 


For the bulk of this feature, we wanted to focus 
on the big concepts, but we also ended up with 
a few “wouldn’t-it-be-neat” ideas that didn’t 
quite fit in anywhere else. Check ‘em out... 


Keep the Music Goin’ 

We're always bummed when we have to get out 
of our car halfway through a really cool song or 
hilarious talk show. It would be super easy to add 
a Walkman-type radio so that you could keep the 
music going while on foot. 


Stunt Driving 

Jumping ramps is cool, and GTA is packed with 
spectacular wrecks. What other fun elements 
could be added to the driving? Maybe you could 
put a car up on two wheels, or use the winch on a 
Jeep to drag stuff around (like cars or rival crime 
bosses). Our vote for the ultimate “hidden” vehicle 
would be aJames Bond-style spy car complete 
with oil slick, rocket launcher and ejection seat! 
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Through our “PSM Makes” 
features, we offer up ideas on 
how to make gaming even more 
exciting. It’s fun to dream, and 
it’s our hope that these articles 
will stimulate change and innova- 
tion in future titles. We’d love to 
hear your ideas, too—send your 
thoughts on this month’s topic to 
the Letters section. Now, let’s put 
on our thinking caps! 


POINT 1: Making Contacts 

The cities in the GTA games are massive and incred- 
ibly detailed. However, for the most part you can 
only interact with the city by smashing your car into 
stuff or by shooting at people on the street. We 
propose a system whereby the player could truly 
interact with people and make a contact out of who- 
ever he wants, adding a whole new level of depth to 
the world of GTA. 

So far, the series has limited the player’s interac- 
tion with people to story cinemas—the only thing 
you can do with the average guy on the street is 
attack him. What if you could walk up to anyone and 


New Rides 

Now that the series has introduced motorcycles, 
what about jet skis? Also, water skiing could be a 
fun mini-game, and how cool would it be to open 
fire while carving down a mountain on skis or a 





snowboard? We'd also like to vote for a hovercraft, 
a skateboard (great for drive-bys) and —hell, why 
not—a jetpack. 


High Alert 
If you constantly terrorize a specific neighborhood, 
shouldn't the cops keep a closer eye on what's 






make them your ally? Picture a “Contacts” sub menu 
that would track, say, a dozen contacts at once. 
When you approach a person, their stats, skills and 
basic character traits are instantly generated (based 
on variables such as their appearance and what 
neighborhood they're in) and saved to your Contact 
Menu. Assuming that they stay alive, you could then 
revisit these contacts whenever you want. 

Making contacts would provide tangible game- 
play benefits since you could put their skills to good 
use during missions. You could befriend or hire 
thugs, mechanics, getaway drivers, hackers, forgers, 
and tons more. Or, you could just goof around and 
pick up a girl at a club. You would have to work to 
keep up good relations with your contacts—botch 
a few missions and your hired thugs might take off. 
Don’t pay them enough and they may turn on you. 
Don’t call a girl for a week and she may get pissed. 
You'd be able to check the current quality of each 
relationship on the Contact screen, and choosing 
which types of contacts to make and maintain would 
add a bit of strategy. 

Making someone your contact to begin with 
would introduce a fun new gameplay mechanic. 

The player would be able to adjust his character’s 
attitude between three different settings: Normal, 
Tough Guy, and Smooth Operator. Each attitude 
would come with its own set of phrases which could 
be said at any time by hitting certain buttons. So, 


going on there? 
For a time, more 
officers would 
patrol the streets, 
and driving into 
that areaoftown % 
would temporarily 
raise your wanted 5 
level (which could 
create some 

cool tension by 
keeping you on edge). A player might say “I gotta 
get outta here until the heat dies down,’ which we 
think would be way cool. 


Life in the Big House 

While it’s usually a good thing that our character 
doesn’t get sent to prison every time he’s caught, 
going to jail would make for a very cool set of 
special missions. First, you’d have to do something 
crazy enough to get arrested, then you'd work 
some unique missions inside prison. Your last “Jail 
Mission” would, of course, be to escape. 


espieoeser= 


















lonal one-player 
r this feature, we 
hat an online GTA 






playing out: 
There would never be too 
many players populating the 
same city—just enough to split 
into a few rival gangs to war over 
turf in a much larger overall area. 
You wouldn't want the players 
to potentially outnumber the 
average CPU characters, or else 
there would be so much mayhem 
and chaos that the game would 


a gangster might not respect you unless you talk 
tough, but the lady at the dinner party would re- 
spond to the smooth approach. The combinations of 
attitudes with different people and situations could 
also make for some funny moments, like dragging 

a bloody chainsaw down the sidewalk while saying 
“Good evening, ladies” It’s a gameplay element that 
you can really goof around with, which is key to 
what makes the GTA series work so well. 


POINT 2: Stay Connected 

GTA’s use of radio stations really helps to make the 
world feel alive. So, what else could be done to 

build on that? For starters, your contacts could leave 
messages on your answering machine. Another nice 
touch would be if the paper arrived each morning 
with headlines about the ruckus you caused the 
night before. Perhaps the coolest new addition, 
however, would be the ability to log on to a limited 
replication of the internet. You could send and 
receive emails from other game characters, log on 
to underground mercenary sites to hire extra muscle 
for a mission, or even look through the personals 

to set up a date. Carrying this idea even further, 

you could hire a hacker to crack open a building’s 
security systems, which could make some missions a 
hell of a lot easier. 


POINT 3: Trick Out Your Car 
sidering the amount of time you spend driving 
und in cars, how cool would it be to be able to 
? Of course, cars don’t tend to last 

A, so you wouldn't want to invest 

lem. Simple arcade-style upgrades 
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___ just fall apart. Players would compete for jobs, 


and success would move them up within different 
crime organizations. Maybe some players could 
choose the side of the law, for the ultimate player- 
versus-player “cops and robbers” experience. 





Job that could be applied at any Paint ’n’ Spray (so 
that you could add flames to your turbo-powered 
school bus :-) 


POINT 4: Get a Job! 

We all know how fun the “R3” missions are, but 
after GTA3 and Vice City, we're not exactly looking 
forward to dozens more ambulance and vigilante 
missions. Of course we'd like to see new kinds of 
vehicle missions, but we'd take this “role playing” to 
a new level by introducing a kind of obs” system. 
Jack the right car, steal the right clothes and have 


Final Evaluation 







someone forge you the proper credentials and you 
could be anyone! Posing as a doctor, cop, soldier, 
banker, executive and so on could lead to cool new 
types of mini games, and also grant the player ac- 
cess to areas that are usually restricted. 


POINT 5: Make the 

City Come Alive 

We've talked about adding more of a “human” ele- 
ment to the game world using contacts, and we've 
touched on advanced communication ideas such 
as newspapers, answering machines and internet 
simulation. What else can be done to really bring 
the city to life? 

What about major city-wide “events” that really 
leave a lasting impact? We're talking about major 
fires, riots, possibly even an earthquake—events that 
would be reflected in every neighborhood. Snow 
and ice could also add nice variety to the visuals and 
gameplay, making it more difficult to drive. It would 
also open the door for fun and unique missions: you 
could take on gang members with only snowballs, or 
face around town to knock over a dozen snowmen 
before time expires. 

Finally, here’s something that all big cities have 
that GTA doesn’t: traffic jams. We'd like to see a lot 
more cars on the road anyway, and a well-placed 
jam could be a devious way to add challenge to a 
mission that at first appears to be cake. At rush hour, 
cars could be bumper-to-bumper trying to get on 
the bridge, and the player would have to make a 
choice: does he ditch his car, run along the tops of 
the other cars to the front of the jam and jack a new 
vehicle up there, or does he jump the other cars 
using a well-placed ramp? Either way would make 
for a fun, cool scene. { =) 


With all of our ideas in mind, let’s look at how this game would appeal to both the hardcore fans 


and the general public... 
Instant Appeal 


People are already crazy about Grand Theft Auto, and these new ideas would make them fall in love all 
over again. The new features that we've proposed fit perfectly into the tried-and-true formula that GTA 
fans love and add major new areas of depth to explore. The key would be to really streamline the new 
features so that they're just as easy and intuitive as the rest of the game. 


Replay Value 


Off the charts. The G7A games already have an incredible amount of things to do, and the addition of 
our Contacts feature alone would open up so many more possibilities. 


Innovation 





The GTA formula doesn’t need to be scrapped and started over—it’s still as fun and addictive as ever. 
Still, it’s not like Rockstar can simply put out the same game set in a different city every year. If a game 
is worth making a sequel to, then it’s worth putting in the effort to dramatically add to the experience. 
Our GTA would offer a very satisfying amount of quality new features to help keep the series fresh. 


Commercial Potential 


Well, it’s already the world’s best-selling game, so it would be really hard for us to screw it up, wouldn’t 


it? Like we said above though, a great series can quickly lose steam if the developers aren’t ambitious 
enough with new ideas. Our G7A would do a great deal to avoid the “been there, done that” apathy 
that has hurt once-great series like Tomb Raider. As big as GTA is now, it can still be bigger! 
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“YOU’RE AFRAID OF US. You're afraid of change. | don’t know the future. 


| didn’t come here to tell you how this is going to end. | came here to tell you how it’s going to begin. I’m going to hang 
up this phone and then I’m going to show these people what you don’t want them to see. I’m going to show them a 
world without you, a world without rules and controls, without borders or boundaries, a world where anything is pos- 
sible. Where we go from there is the choice | leave to you” 

With those simple words, Neo planted the seeds for what would become one of the most anticipated sequels ever, 
The Matrix Reloaded. Still several moths from release, the excitement for the movie has reached a fever pitch. That bodes 
well for both the movie creators and the team that’s responsible for the first-ever Matrix game. For them, it’s been a 
long journey that began several years ago. Now, however, the finish line is within sight. 

Over the next seven pages, we'll be taking a little journey of our own. We're going to enter the world of The Matrix 
and see what the folks at Shiny Entertainment have been secretly working on. You'll see first-hand what all the hype is 
about and why Enter The Matrix will almost certainly end up as one of the most ambitious movie-licensed games ever 
created. So, jack-in and get ready to free your mind. Turn the page and see how deep the rabbit hole really goes. > 
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lam (el ne) (os) 
manage to leave 
a major and long- 
lasting impact 
with those who 
see them. Still 
fewer manage to 
Elen (Vemae ieee le ene Rene A] F 
and dedicated fanbase. Sure, both 
Star Wars and Star Trek have man- 
aged to accomplish these feats... but, 
a Keanu Reeves movie?! Yet, The 
| Matrix has seemingly sidestepped 
that landmine and gone on to 
become something far greater than 
perhaps it was meant to. Who could 
have predicted that, though? 

It’s especially surprising when you 
consider that the movie only made a 
now not-as-unimpressive $171 million 
at the box office. It actually wasn’t 
UTC Mol (cre-meygm DB) PM tnTelm nos 
fi, kung fu epic really exploded and 
became a worldwide phenomenon. 

A Uitcla ce eyce an eke le em ett 

Now, almost four years later, 
little has been seen of the Matrix 
except for a short teaser trailer 
that leaves much to the imagina- 
tion. Yet, with two movies soon to 
be released (May and November), 

a unique DVD entitled “The 
Animatrix” in production and a 
high-budget videogame progressing 
through the final stages of develop- 
ment, there’s no denying that this is 
definitely becoming the year of The 


Matrix. And fans couldn’t be happier. 
Yet, with all that high anticipation 
ee) ee Reser ROMA VOU cy 
and responsibility for the creators 
involved. In the case of the video- 
game, those pressures fall upon 
the shoulders of David Perry and 
his team at Shiny Entaertainment. 
However, speaking with him, one 
ColoY=cy pamela 
worried at all. In fact, the exact 
opposite appears to be true. Even 
in our short stay at Shiny, his excite- 
ment and enthusiasm managed to 
convince us that the game, appropri- 
ately named Enter The Matrix, could 
very well end up as the title of 2003. 
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A Niobe, played by Jada 
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WITH AROUND 40 DIFFERENT MISSIONS to complete, 
players are definitely going to see a large number of 
environments, ranging from airplanes and powerplants to, 
sewers and syscrapers. Odds are that you'll see at least a 
little of everything that you would in the real world. 
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A Sense of 


IN THE MATRIX, DE’JA-VU IS A SIGN that something has been dramatically 
changed and it often ends up being bad. In the case of the movie, the only 
moment of de'ja-vu that you'll have is when you notice how closely the char- 
acters resemble their real-life counterparts. By utilizing 12 different cameras, 
the developers were able to faithfully capture the physical characteristics of 
each actor (the Niobe at left is an actual photo of the actress). 
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movie-licensed games out there, this 
first attempt at a Matrix-branded title 
definitely looks to be a step above. 
One might expect that the experi- 
ence of playing through the game 
would be nothing more than simply 
ElaW lire eM cate nme UNM Ie) om 
In this case, though, that simply 
wouldn't do. When the Wachowski 
brothers are involved, one should 
expect something bigger, better and 
truly innovative. And that, in a nut- 
shell, is what this game strives to be. 
Even before a single line of code was 
typed, months upon months of pre- 
production were completed. A 200+ 
page script was written by the broth- 
ers just for the game, reference shots 
from the movie sets were collected 
(over 25,000 in all), and hundreds of 
design documents were created. All 
this was done in order to make sure 
Ataf] mm cal=Mce] tem 018) (eM tre) eae= xe) (0) 
foundation to start with and that it 
would be able to capture the essence 
CO) ala we a ONS) (LAL es 
AUC eM (Uc m nem olor ed ATT ae 

As development on the game 
Co) AU =e PO) me NLU Oy =D.C@UL V2) 
Cameo M MSO Uae Ud 
actual stars and several new sets, 
and then integrated. An additional 
hour of in-game cinematics was also 
created in order to further expand 
the movie's storylines and character 
growth. Even a “Making of” featurette 
was put together! Never in the past 
has such a collaborative effort been 
made between the movies and 
FT Ne Usa cee Me OSHC) 
more ways than one. 


Unfortunately, with so much secrecy 
around the upcoming theatrical 
sequel, we're not allowed to reveal 
exactly what gamers are in store for. 
We can say, however, begins shortly 
after the events of the original movie. 
BUateWanrclenincM ire) ome ee) eicrem tn) 
location of the last human city, Zion, 
and are advancing in for a major 
attack. Using the Sentinels, they plan 
to take out everything in their path. 
For Morpheus, Neo, Trinity and the 
MOM USM NUNC UROL 
solution is to find the Keymaker, a 
Ee U MUM NO Ree UO RAV) 
end up turning the tide of the war. It’s 
during this search that newcomers, 
such as Niobe and Ghost, are intro- 
duced for the first time. 

In the actual game, players will 
be involved in the major events and 
locations that are featured in the 
movie but aren’t necessarily limited 
to them. Through roughly 40 stages, 
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ONE OF THE COOLER ASPECTS of the movies is, of course, “bullet time”. No exact definition of 

the phrase has ever really been given, as it’s more of a visual effect than anything else, but it has 
certainly been copied in numerous movies and games. In simple terms, it’s the usage of a moving 
camera and slo-motion in order to create the sensation that an object or person is moving extremely 
fast. In Enter The Matrix, bullet time can be performed at any moment that your character’s “Focus 
Meter” isn’t fully depleted. It allows you to perform extra or enhanced abilities that normally wouldn't 
be possible. For example, in general, Niobe and Ghost can only perform general attacks. However, in 
Focus Mode, they are able to perform intricate weapon disarmament and bone-breaking attacks. 


you'll fight and shoot your way through countless 
EWR Pee el Meets oe 
Thrown into the mix are also a couple of missions 
that involve driving cars and piloting a hovercraft. 
The producer promises, though, that the racing 
and driving segments are just there to introduce a 
bit of variety and that a majority of the game will 
Mees ll t-lacveW-ato mem Nem UCM itn 

Don’t expect too many puzzles or RPG-esque 
elements, because you won't find them. There will 
Loy =AM Te) MCCIA VALU 0M (SN = Me) MTtce1CeesaN A Uae] ol) 
be implemented in the gun and hand-to-hand 
fights. That’s because the Al of the computer- 
controlled characters will be quite complex and 
realistic. They aren't going to just stand there and 


oe ek ae 





let you shoot or punch them. Now, that might not 
be a problem when you're going one-on-one but 
when you're surrounded, learning to use your envi- 
ronments and selection of weapons effectively will 
be key to surviving. Also, using your special Matrix 
abilities (see Bullet Time boxout) will be crucial. 





While both Neo and Trinity could be considered 
the true main characters of the original Matrix 
movie and its sequels, they actually won’t be in 
the spotlight for the game. Instead, the develop- 
ers have actually focused their attentions on two 
new characters, both of which are bound to leave 
major impressions on moviegoers this May. One 
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significant other, Jada Pinkett Smith, 
who happens to play Niobe. The 
Coda MCU ema) @0)E Ll -Va LATO) A 
Wong in the role of the martial arts 
maestro, “Ghost” Players will be able 
to choose either character, depending 
Co) aM U1 YC) RIN MOM 8) NIA 
Niobe isn’t quite that strong but 
Cofol=CM are) UM UN eme lee] Clemo) E 
speed and what we like to refer to 
as “grace” From disarming tactics to 
her acrobatic leaps, she just comes 
CO) N tb Sa Re) mB oem ClO) 
» on the other hand, is more of a pow- 
UUM Ula CMe CMe UN) 
F)aTeRy 11 Meare] am C-(eem wl Mite pe ame] 8) 
ties are second to none, as he seems 
to have a move for any given situa- 
tion. In the actual movie, Niobe is the 
Captain of her own ship, while Ghost 
is considered her Ist Mate. 
Now, you might be wonder- 
ing why these two characters were 
chosen instead of the more obvious 
ones. Well, the reason behind that 
is simple. Anyone who watches The 
Matrix Reloaded will know everything 
that Neo, Morpheus and Trinity do. 
They are, by far, the focus of the 
movie. So, what fun would it be to 
do and see exactly the same things 
in the game, right? Instead, why not 
play as two other characters that 
are able to go off and do things that 
aren’t necessarily shown on the big 
screen. It just makes the experi- 
ence that much more enjoyable and 
unpredictable. And, having played 
our fair share of movie-based games 
in the past, we can honestly say that 
removing the predictability is a defi- 
nite step in the right direction. 


While there’s no doubt of its contri- 
bution to the heightened sense of 
realism in today’s games, motion- 
capture is really nothing new to this 
industry. In fact, game developers 
have been utilizing mo-cap cameras 
and those little white “ping-pong” 
1oY- Co) mn r=] (ONS 
been until now that the technology’s 
been used in such an advanced and 
intricate manner. 

Over the span of six months, a 
dedicated team was focused on pure- 
ly capturing the graceful yet powerful 
Ae UCR nea a One (rane) 

S(T SoM ee eM Tela 
After seeing some footage of the 
sessions, ourselves, we were barely 
able to contain our excitement and 
amazement. It’s one thing to see Wo 
Ping’s choreography fancily edited 
Tae gM nec W LOU OL aA IIe] 
Crouching Tiger, Hidden Dragon. It's 
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awe-inspiring experience to see it in 
its raw form on a computer monitor. 
Amazingly, none of that magic is lost 
even when the mo-cap data is trans- 
ferred into the game and mapped 
to the various characters. Everyone, 
Lice) (8) e MOM tn eM (ole ayer 8 lta] 
guards move with a surprising level 
of realism. Their attacks, blocks and 
other physical reactions reflect actual 
real-life actions down to the posi- 
tions of the fingers. It’s like your 
watching a movie. 

However, no matter how 
RF) eFefa ga eee UMC eee SUL 
ing, the capturing process was 
not simply limited to physi- 
cal movements. Amazingly 
enough, 12 additional cam- 
eras were brought in to scan 
the facial and body features 
of all the major stars of the 
game down the smallest 
pore. What this does is pro- 
vide a staggering amount of 
detail for the in-game charac- 
ters. What you see in real-life 
is almost exactly what you see 
on your TV screen. To say the 
TSN TMS TU Cele t Scere CMO LALA 





In a clever addition to the game and 
tying into the whole Matrix theme, 
the developers have added a rather 
innovative command line interface for 
all those fledging hackers out there. 
VANE M18 ele PLO oe 1aTe ON |g 
commands (which are discovered 
throughout the game), you'll be 

able to unlock a large assortment 

of secrets, hidden movies and other 
extras. We pressed hard to see exact- 
ly what goodies Shiny had in store 
UEC eM EMU m CMU IRE 
talk. It bears to mention, though, that 
those with computer experience will 
likely have the advantage in finding 
out all the covert bonuses that Enter 
The Matrix has to offer. 


All of the time and energy put into 
this project would all be for naught if 
the most basic feature, the gameplay, 
was left by the wayside. Imagine 

an elaborate sky-rise build upon a 
shaky or nonexistent frame. Quickly, 
you would see it collapse. That, not 
the rapidly approaching deadline, is 
the major hurdle that the dedicated 
developers at Shiny will have to make 
sure to get past. Many licensed games 
have shown up with a bang and then 
quickly found themselves fizzled away 
into the discount bin. Fortunately, 
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were so sure was real? What if you were 
unable to wake up from that dream?” 


Cel=Xy oy eMo Um TUN Cem EN m-LaL nema CCe) SNS 
left feeling generally satisfied and some- 
PM atelM ie \7eeMm MMM one Relea 
several months more of polish and bug- 
testing ahead, the game is shaping up to 
be not only a well-designed action title but 
Fem] pW-(@ (0M ener] Roden nae 
So much time and energy was put into this project and it 
really shows. However, the creation of such an ambitious game 
has taken the collaboration of so many different individuals that 
it almost appears unlikely to ever happen again. As David Perry 
so aptly put it: “Either this game will change how all future movie 
' licensed games are made or no more games will be made like it” Yet 
there is always hope, especially if Enter the Matrix goes on to become 
the success that everyone, including us, is predicting. Above all, though, we 
hope that other developers learn something from all this. Games, 
like these, aren't just supposed to feature fancy licenses or include 
: as aaa fi terving CODW Le Me) Mae as nN ice o CMU) Cm CoLe 1). aM UL) CLOUT LE SSE LO CCL 
CRT Co EN than style. Sure, it’s great to put in those extras but it shouldn't 





Le late (nudist be to the cost of the underlying experience. Above it all, it needs 
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TRO MC and Hollywood hype, Enter The Matrix still looks to end up as highly 
: enjoyable, innovative and completely immersing. For a movie-based 
game, that certainly already goes beyond the call of duty. 

Despite us saying that, though, it all boils down to one thing. On May 15th, “You 
have to see it for yourself” Only by watching the movie and playing the game will 
you be able to see the complete picture and fully understand what the Matrix 
truly is. What color pill are you going to take? i) 
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WRATH OF HEAVEN" | OF HEAVE 


WITH SO MANY MOTION-CAPTURED MOVES, it’s easy to see that Niobe and Ghost are going to 
move extremely realisticially. There are simply so many frames of animation for every attack. Just 
this basic spinning kick takes up around 10 frames. Complex attacks are even more impressive! 
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Live by honor. Kill by stealth. 
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for Rating Information. 
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Breath Of Fire 4 
Dynasty Warriors 4 
Midnight Club I 


MLB Slugfest 20-04 


MVP Baseball 


SplashDown 
Splinter Cell 
ED) Tenchu 3 
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A Expect a lot less one-on-one 
battles and more epic, full-scale 
wars. You're definitely going to 
PER MU cm nL 
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A The cel-shading adds a lot to the look of the 
game. Yet, it doesn’t feel like an interactive 
cartoon. It’s all done a bit subliminally. 
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hile a decent 
experience in its 
own right, the 
original Z.0.E£. did 
disappoint in a 
' few key areas, namely gameplay and 
story. There's no denying that it looked 
amazing, even when compared with a 
large number of today’s games. However, 
the repetitive and somewhat limited 
combat system did have us wanting more. 
The overall shortness of the game and its 
rather abrupt ending had us going 
“Huh?”. Fortunately, after some time at 
the controls of the eagerly anticipated 
sequel, we can definitely say that The 2nd 
Runner is definitely a bigger, better and 


www.psmonline.com 


more ambitious attempt at a straight- 
on action title. 

Once again, Metal Gear’s creator, 
Hideo Kojima, has taken up the role of 
producer and one can tell that he’s 
learned a lot from the release of 
MGS2. Not only does everything look 
so clean and polished, the cinematics 
are delivered in a manner that one can 
sum up as simply “Hollywood”. The 
combat system has also been 
enhanced allowing for both a larger 
variety of fights, as well as an increase 
in usable strategies. Your mech feels 
more maneuverable, allowing you to 
strafe in and out of enemy fire on pure 
reflex. Enemies can now not only be > 
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We can’t get enough of the 
awesome-looking explosions. 
With the addition of cel- 
Sartell eee UN Um Ome 
that Macross (Robotech) look 
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<< DEFINITELY A BIGGER, BETTER AND 
MORE AMBITIOUS ATTEMPT >> 
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Pung and smoke clouds to the fiery pieces of debris, it doesn’t get much nicer looking than 
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> grabbed and thrown, but actually 
spun around quickly (by tapping the 
Circle button) and then released at 
the required time. Missiles can also 
be used to lock-on to multiple tar- 
gets, ala Robotech. This level of 
interactivity isn’t limited to your 
opponents, though, as you're able to 
pick up objects, such as walls and i- 
beams, and use them as shields and 
weapons. Speaking of weapons, the 
equip screen can be brought up 
with a simple tap of the L2 shoulder 
button and then scrolled through 


A Targeting multiple opponents is as easy 
as holding down R2 and Square. Let go of 
Square to let loose with the missile spray. 


ARS 
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i 
A One of the missions takes place over the 
ocean, as you attempt to destroy the 
“heart” of a giant aircraft carrier. 


A Story segments continue to take place 
in the cockpit of your mech. And just like 
in the first game, you can move around. 


easily (just like in MGS). 

While cel-shaded technology is 
nothing new to consoles, the way it’s 
used in this game is certainly quite 
unique. It’s more of a subtle thing 
used to heighten the look of the 
mechs and add a sense of surrealism 
to explosions and the backgrounds. 
You actually start to forget that it’s > 


A Get your baseball thrills by grabbing a 
metal beam and swinging it at your oppo- 
nent. They'll go flying with a good hit. 
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Pe eam 
cel-shading adds a 
rather unique look 
bm Ma CoC) 
EU eee oe) 
very good job. 


<4 “Dingo” is still a very 
strange name for a 
hero. Why couldn’t it 
be “O-jin Voltz”? 


A Despite minor changes, the overall con- 
trol scheme basically remains the same. 
You still strafe by hitting the top buttons. 
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While not everything can be 
destroyed, there's a high amount 
that can be. Throwing or knock- 
ing your opponent into walls or 
beams will cause them extra 
damage and result in a huge but 
pretty explosion. Sometimes you 
can use the debris as weapons. 


et 
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can peak up and use as weapons. 
They're sometimes hard to find. 


An up-close look at 
ewe act 
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are best seen on the PS2. No 
other console can even come 
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> there, but there’s no getting past 
the fact that it does make the game 
look cooler. On another note, envi- 
ronments will definitely be more var- 
ied this time around, with some of 
your adventures taking place over 
oceans and inside huge, but intricate 
factories. Strangely enough, it seems 
a lot of the design work has a bit of a 
Metal Gear feel about it, but that 
could be purely coincidence. 

The demo we were allowed 
access to was certainly limited in its 
scope, as it contained only three dif- 
ferent missions. However, even with 
that small range, we could tell that 
there's a lot more to discover. 
Konami's even keeping a lot of the 
specifics, such as storylines and boss- 
es, close to its chest. However, with a 
March release date, we're sure to 
receive all those answers soon 
enough. Stay tuned next month for 
the review of what could be the best 
mech title ever. STEPHEN FROST 


A When war breaks out, the military sends 
out its mechs in order bring about peace. 


A Use your Circle button to grab opponents 
and throw them at other enemies. 


7. <4 The cast of char- 
"\ acters is more col- 

orful in Z.0.E. I 
and features a 
large assortment 
of women with 
attitudes. Can’t we 
all just get along? 


EVER CORO ime at) il 
familiar enemies return for this mech sequel. 


A One of the coolest mechs 
in the game, Anubis has 
these large wing-like 
protrusions that 
expand just before 
he’s ready 
for combat. 


4 The mech designs have been modified a 
bit and now look even cooler than before. 


Introduction... 


The sequel starts out with a rather cool intro movie that lays down 
the story foundation for the player. It’s been several years since 
the events of the original game and a lot has changed. You play 
as a completely different character, but you'll come across several 
mechs and characters that you fought against as Leo Starbuck. 
And this time, the developers promise, there will be an ending. 


eel 
Lil: 
Heart 


One of your mech’s new moves 
is the ability to pick up various 
objects, such as |-beams and 
walls, and then throw them into 
nearby enemies, just like a 
spear. Needless to say, they get 
the “point” real quickly. 


PN eam elite) Mm atic 
beams like this, you can also just use 
them as giant clubs. That especially is 
CTT MUU IRV MecMT eerie (stem 
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A wetter, wilder 


water racing sequel 


f we could have changed one 

thing about the original 

Splashdown, it would have been 

the course design. While good, 

they lacked a certain sizzle 
found in other arcade racers. Well, 
Rainbow Studios must have read our 
minds (or our review... ) because 
that’s just what it’s working on for the 
upcoming sequel. 

Instead of realistic reefs and rivers, 
Splashdown 2’s races will play out 
within sprawling fantasy venues, 
including pirate coves and chilly ice 
caverns—all with plenty of trackside 
sights to liven up the game world. 

Of course, the indoor stadium races 
from the first game will return, joined 
by a new technical time trial mode— 
with specific objectives—to boost 
replay value. 

On the technical side, the 
developer is promising to deliver 
something else fans of the first game 





A Like in the first game, sliding into a 
base can be a real high-impact 
experience. Spike ‘em! 


SPLASHDOWN 22 = 





A Slamming the ball out of the park should feel especially satisfying—that thing’s off like a customizable instant replay, a home 






PUB THQ { DEV RAINBOW STUDIOS | TYPE RACING | MAX PLAYERS TWO | ESRB RATING EVERYONE 





i 
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have been begging for: bigger waves. 
The water physics also promise to be 
more realistic overall, and other 
additions, such as downhill river runs, 
are also on tap. Now, if only someone 
would make a life-size SeaDoo 
peripheral... RANDY NELSON 


A Some of the environments look like they A Trackside elements, such as this pirate 
were designed for a platform game. ship, should help liven things up a lot. 





4 Rainbow Studios is putting its technical 
know-how to good use in creating new 
effects, such as these ice reflections. 







Bigger waves, wilder courses, more modes— ae a A Cannonball Cove really shows off the game’s 
exactly what fans have been asking for. dite LP >.” colorful new look and trackside design, 










MLB SLUGFEST 
= 0-04 Can you beat up 


the Rally Monkey? 























can be expected. x 3 yee 
his season’s MLB Slugfest run derby, and authentic replication of 


charges the mound with all —_ superstar batting stances and pitching 
the ferocity and base- motions. As long as that means 
battling excitement of the pitchers actually pitch to Barry Bonds, 
original, along with a the game's all right by us. 

bullpen of extras to make even the JON ROBINSON 


most die-hard fan take notice. 

Sure, spiking shortstops and 
beaning Mike Piazza in the head a 
few hundred times instantly enshrined 
the first Slugfest into some darkened 
wing in Cooperstown, but this season 
Midway has added additional juice to 
its lineup to deliver an even more 
complete roster of features. Teams 
are now comprised of twenty Major 
League Baseball players, including six 4 New motion-captured animations are also 
pitchers, and managers have the being included. 
option to throw out the old franchises 
and start from scratch with their own 
custom all-star teams. 

Slugfest 20-04 also boasts a new 





The added modes and details will please the 
more hardcore baseball fans out there. 








rocket! You can almost hear the crack of the bat... 
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A As you can see here, Wheeler has the benefit of some rather high-tech modifications. 
Both his right arm and left eye have been replaced by cybernetic implants. 


ome time has passed since 

our last preview of 

LucasArts’ original 

adventure title, RTX Red 

Rock, but a recent look at 
the game has justified an update. Even 
at a quick glance, one can tell that the 
graphics have shaped up nicely and 
that there’s some definite potential 
here. For those of you who missed the 
last preview, though, let’s give a quick 
summary of what makes RTX tick. It’s 
a hundred years in the future and 
Earth’s first colony on Mars has been 
taken over by a savage alien force. 
Retaliating, the military sends in 
Eugene Zeno “E.Z” Wheeler to assess 
the situation and, basically, kick some 
alien butt. 


A Using the selection menu on the side, you 
can quickly toggle through your different 
items and weapons. 


A It’s probably not good to be caught 
outdoors without some sort of protective 
cover, especially if an enemy spots you. 


With huge, uniquely designed levels and a 
sharp multiplayer mode, RTX could be hot! 


A member of a special forces 
group (Radical Tactics Expert or RTX), 
Wheeler will have to rely on his 
unique skills to solve some very chal- 
lenging puzzles, win countless battles, 
and discover the mystery behind the 
invading race. Helping him out are a 
couple of mechanized abilities, given 
to him in a series of medical opera- 
tions. Our hero’s right hand has been 
replaced by a tool and weapon, which 
can be upgraded to such items as a 
grenade launcher or hook. Also, 


4 Learning to use items as natural barriers 
will help you to survive a lot of battles. 


Wheeler’s left eye is also artificial and 
can be used target enemies and 
identify traps. 

In all, RTX Red Rock will include 10 
levels, all of which will be quite large 
and apparently showcase some 
unique designs. An additional number 
of modified levels will be selectable 
through the game's multiplayer mode, 
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Since your adventures will take 
place exclusively on Mars, 
you'll get to see some rather 
unique scenery. Expect to 
spend your time inside of the 
protective domes, as well as 
the harsh outdoors. 


SR ima Coe 
indoors, he’s no stranger to space 
SCRUM eC mer ill) ey 


allowing two players to challenge 
each other in head-to-head combat, 
capture the flag competitions and 
even vehicle races. With a late Spring 
release, we should be hearing more 
about RTX soon enough. Just be sure 
to have those space boots ready. 
STEPHEN FROST 
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A The perfect angle to kick for the balls. Er, ball. 


WINNING ELEVEN 


The world’s top soccer sim 
finally comes stateside 


he most popular sport in the world is “football;’ except in 

North America, where it’s known as “soccer.” Either way, 

Konanii is betting that its eight player international smash 

will cause a riot when it’s released here in March. The game’s 

previous PlayStation and coin-op versions have performed 
well overseas, but soccer titles have traditionally had difficulty breaking into 
the North American market. 

Winning Eleven’s title refers to the number of players each team can 
have on the field at once, but Konami's sports sim will feature only eight 
players via the multitap. For players who can’t scrounge up seven gaming 
buddies, Konami has worked overtime to make the CPU Al some of the 
best the sports genre has ever seen: Al players will head cross-field kicks 
back where they came from, defensive teams perform offside rush traps to 
win a free kick, and goalies make spectacular diving catches that leave 
them looking like a commercial for laundry detergent. 

The game features exhibition matches, competitions, and Dream Team 
creation in Master League Mode, and players can change offensive and 
defensive tactics on the fly. Gamers who prefer a more hands off 
approach can assume a managerial position where they negotiate contracts 
and trade players. 

At last, soccer fans will be able 
to settle once and for all which 


country is the powerhouse of the ates 8 


' Previous games in the series have been 
world: Guam or Paraguay. stellar, and this one’s shaping up well. 
DOUG TRUEMAN 


¥ There’s a fine line between sliding for 
the ball and blatantly tripping an 
opponent. Hope the ref didn’t see it. 


¥ Collecting too many yellow warning 
cards will result in a red card, and 
ejection from the game. 


= tau 
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by Full Sail Graduate 
Sian eioennelial 


Real World Education 


Game Design and 
Development 
Computer Animation 
Digital Media 

aan 

Audio 

Show Production 


www.fullsail.com 


¢ Financial aid available to those who qualify. 
¢ Job placement assistance. 
¢ Accredited college, ACCSCT. 
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You'll have to know medieval 
combat fairly well to defeat the 
evil Prince John. Combat 
ranges from simple sword 
fights to brutish sieges and 
huge battles. English pig-dog! | 
fart in your general direction! 


Fe-f 
rar 
je 





ae Rem cei Rime a mT 
field or lay siege to your enemy’s 
castle, Launch the dead cow! 


@\ 


= = ; paws 


A The game is beautifully designed and animated; especially the lighting effe 


Keep an eye on Prince John, though; he’s no slouch with a long sword! 
Steal from the 


ROBIN HOOD: rich, give to 


DEFENDER OF THE CROWN the poor! 
















ay back in the ‘80s, I 

owned a Commodore 

Amiga, so of course, I 

was a huge 

Cinemaware fan. If 
the game was published by 
Cinemaware, | just had to have it: 
Wings, The Three Stooges, It Came 
From The Desert and yes, Defender Of 
The Crown. 

Now Cinemaware is readying Robin 
Hood: Defender of the Crown for the 
PS2, and gamers everywhere should 
start getting a bit excited. 

With over 35 territories to conquer 
and unify, huge armies to recruit, 
mighty strongholds to build and lots of 
special events and actions, RH:DOTC 
offers a complete look into the times 


A Need some extra money? Well, just 
saddle up your trusty steed and head out 
for the local tourney. Jousting, anyone? 





Can this beautiful game sell as many units as 
it did back in the ‘80s? Time will tell... 


loanboe- ly WilPreoclch ipunhoe son oPpGecomc, 
Duke SCPRG Cherise oo rmMaikeo FPermito yoru, 

SEVIIRGIYVOULSELP RODINGLOOO; OP; my) seruices: 
Ledvingnutwath your nopleness Com etuin or Co 
ransom che same accoroing €O Your) pleasure: 








of legendary, medieval England and 


the adventures of one Robin Hood. & You can become a master of medieval 


A The cinematic cutscenes are beautiful and 
feature some fantastic voice acting. The 
period localization is pretty good, also. 


You won't spend much time sitting 
around in Sherwood Forest, chewing 
on a turkey leg, either. Players can rob 
from the rich, raid other barons, 
engage in massive, open field battles, 
lay siege to castles and engage in a 
jousting match. 

There's plenty of intrigue as well, 
provided by a captivating storyline 
which features many of the characters 
made famous by the legend of Robin 
Hood. You'll encounter Maid Marian, 


intrigue or just stare at Maid Marian’s rack... 


Little John, Will Scarlett, the Sheriff of 
Nottingham and even the evil would- 
be King, Prince John. The game also 
features multiple cinematic endings, 
based upon player performance and 
game conditions. The game is even 
structured so the player can decide 
whether to play strategically or as an 
all-out action title. There's lots to like 
about this title, even though our 
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preview copy of the game was only 
85% complete... 

Just watching the beautiful 
Cinemaware logo flicker across the 
screen brought back a ton of great 
gaming memories for me. It looks like 
Robin Hood: Defender Of The Crown is 
all set to do the same for thousands 
(and maybe even millions?) of gamers 
everywhere. BILL DONOHUE 
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When necessary, Sam can put on 
special goggles that allow him to see 
ierlmesia rele c= nO MOAN Mel] hem mere] 


A The developers seem to have done a A With so many skills at his disposal, Sam A Just like in Metal Gear, you can hold onto properly, they can give him a definite 
great job with the lighting and shadow has no problem climbing wire fences. Check terrorists and use them as human shields. Aa ieee Terie ecially 
effects. Everything looks quite real. out that shadow. Doesn't it look perfect? I'm guessing that they don’t really like that. i a) 

ASM Esmee L Cae Lane =Car 


= 5 


—— 
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mart 


A Hanging from ceilings and hiding behind objects is the often best [RMsiekMs ROLES LIL ei ed —. a arene There's a reason that this game was a hit on 
way to remain unseen. Stealth is very important in this game.. . the Xbox. Now, PS2 owners will find out why. 


travel all around the world, relying 
only on his skills and limited 
equipment he has at his disposal in 
order to prevent this possible 


: 5 ; ~ catastrophe. Tech fans will be in love 
A first look at Ubi SofPs Metal Gear killer when they see all the experimental 
gadgets, including night/thermal vision 
goggles, prototype weapons and 
surveillance gear. 
well-deserved success on Security Agency (NSA) agent who’s preventing potential terrorist activities. With MGS2: Substance and Splinter 
Microsoft’s Xbox single-handedly been tasked with After two CIA agents have gone Cell rappelling onto store shelves 
console, Splinter Cell is missing in a former around the same time, it will be inter- 
finally infiltrating the Soviet republic, Sam is esting to see who gets off the first 
PlayStation 2. However, ch sent out in an attempt shot. Splinter Cell definitely has the 
it’s not coming alone. The developers | to recover them. benefit of a completely new experi- 
at Ubi Soft have managed to throw in : e However, in his search, ence and the Tom Clancy name. Yet, 
a bunch of extras, including an extra 3 he discovers a conspira- _ there's no denying the dedication of 
mission, in addition to the nine cy to start a nuclear MGS fans and the sheer number of 
existing ones, and a new four-minute cs : conflict. Alone, he'll extras that Substance will contain. 
intro. There’s also an additional 30 : Regardless of who comes out on top, 
minutes of new cinematics which eee Tie < Mission objectives though, it will certainly be good news 
further help to expand the storyline. a ecg eran of for fans of the slowly-growing 
Basically, the game follows the , lee know exactly wae espionage genre. STEPHEN FROST 
adventures of Sam Fisher, a National em iE eg need to do next. 
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A For us at least, racing down the streets of Tokyo 
on a back of a bike is truly the life. We can’t wait. 


MIDNIGHT CLUB II 


Rockstar fakes a ride on the information super highway 


t’s unfortunate, but the release 
date of Rockstar’s long awaited 
racer just misses our issue’s 
deadline. So, while the review 
will have to wait until next 
month, we're able to hit you with one 
last preview that reveals one major 
secret. There's been a reason why the 
sequel to one of the most successful 


4 From daylight to midnight, 
you'll be able to race ina 
variety of light conditions. 
Dusk is the prettiest, though. 


PS2 racing games ever has been in 
development for so long. Midnight 
Club If will fully support online play. 
That's right, you and up to seven 
other drivers can take each other on 
and see who has the true skill behind 
the wheel. 

Like the Tony Hawk games, MCII 
will utilize the Gamespy technology to 


make finding games and other players 
that much easier. Just login and you'll 
instantly see who's racing who. 
Unfortunately, modem users need not 
apply, as this game only works with 
broadband connections. That’s the 
only way that the developers were 
able to let such a large number of 
people race against each other. 

You'll be able to host and compete 
in all the career and arcade races, as 
long as you have them unlocked on 
your memory card. So, mastering the 
game offline first is a definite must. 
Not all the modes have been revealed 
yet, but we do know that Detonate 
and Capture the Flag have definitely 
been included. Also, if you input your 
name at the start, opponents will be 
able to see it appear above your 
vehicle during the entire race. 

With both MCI/ and Sony’s ATV 
Offroad Fury 2 paving the road for 
online racing and Capcom's Auto 


we | 
With the ability to race online, MC // burns 
rubber to the front of the racing genre. 
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This game will have more cars 
ITEM Ole RSET) cee rc STE 
at, along with some very cool 
hidden vehicles. 


From classics to modern hot 
Pel OCU ME m ug 
very hardcore driver out there. 


Modellista soon to follow, it appears 
that the PS2 is the place to be for 
fans of the genre. We just can’t wait 
to get behind the wheel and take on 
drivers from all over the world. See 
you on the road... just don’t get in our 
Way. STEPHEN FROST 


A It’s gonna be great going online and 
racing against 7 other drivers. Hopefully, 
there will be some sort of stat-tracking. 


A Just glancing at these screenshots, you 
can really see that the level of detail in the 
environments has gone up considerably. 
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A The number of soldiers on-screen at once hasn’t increased 
much (if any), but the level of detail certainly has. 


Battlefield 
brawling 
calapults to 
the next level 


Kingdoms and trade off 
between different characters 
during the 50 total stages. 
It will also be possible to 
create custom characters 


mega Force knows a 
lot about the term 
“fan service.” After 
two installments in 
the series on PS2, 


Numerous additions and tweaks should help 
deepen the series’ gameplay considerably. 


the developer continues to 
incorporate fan suggested 
additions and improvements into 
the Dynasty Warriors saga. 

For this chapter in the series, 
players will have more freedom 
to choose the path they take 
through the mission mode, and 
the battles themselves will even 
have victory conditions that 
change on the fly. Also, all of the 
characters from the previous 
games are back, along with four 
new warriors. In the new 
Kingdom Mode, players will be 
able to select one of the Three 


from parts of the existing cast in 
the new Officer Edit mode. Once 
on the battlefield, players will 
not only be able to incorporate 
catapults and other siege 
engines into their tactics, but 
also use elephant troops on all 
maps and have up to eight 
bodyguards at once. Plus, the 
fighting system has been 
expanded to include one-on- 
one duels and co-op attacks. 
Factor in smarter adver- 
saries, more helpful allies, and 
greater character detail and you 
have a game that looks to be 


addressing nearly all of its 

audience's feature wish list— 

apart from online play, that is. 
RANDY NELSON 


> “Now, be 
blunt—does 
this armor 
make me 
look fat?” 
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A The heavily armed and armored Cao Ren, cousin of 


Wei Kingdom leader Cao Cao, is one of the game’s four 
all-new characters. His duel-bladed weapon is vicious! 


A Of the three siege engine types—which also include 
battering rams and bridge layers—the game’s catapults 
hold the most potential to inflict major damage. 


-hack TM and © 2001-2002 BANDAI. Program © 2001-2002 BANDAI 
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4 While the pitching interface has been changed around a bit, it’s 
Still just as easy to use. Even newbies won't have any problems. 


MVP BASEBALL 2003 


America’s Favorite Pastime Gets a Rebirth 
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ometimes, things have be 

knocked down and rebuilt 

in order to make them 

better than they were. 

Simply adding to, or 
building upon the original isn’t always 
the best direction to take. That’s the 
view that Electronic Arts took with its 
aging baseball franchise. Formerly 
known as Triple Play, the series has 
now been completely reinvented using 
a new engine, a new interface and, 
not surprisingly, a new name. MVP 
Baseball, as it's now called, marks a 
first for both EA and baseball games, 
in general. 

Skipping past the visuals, which are 
significantly improved when compared 
to the past games, one will quickly 
notice the redesigned pitcher/batter 


File, 
A There’s just something magical about 
playing a game at night and then seeing all 
the light flashes when you hit that homer.. 
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4 The game players are reaching a point 
where they are starting to exactly resemble 
the real ones. Randy Johnson has never 
looked better. 


While popular, the Triple Play series has been 
remade into something that’s even better. 





interface. Batters now have what is 
referred to as “hot zones” and “cold 
zones”, which adds an extra level of 
strategy to pitching. Pitchers will also 
have more effective pitch types, 
depending on their real life abilities. 
You'll really have to know your 
strength and weaknesses, as well as 
the batter’s, if you hope to score that 
no-run game. 

Some of the other improvements 
appear in the Al of the CPU 
opponents, which actually incorporate 
more strategy and realistic decision- 


I's All In 
The 
Movement 


From the pitches to the 
running catches, the anima- 
tions in MVP are especially 
smooth and realistic. It’s not 
quite Madden yet, but certainly 
Fefeq utp mgs (oM : 


PRR a ese 
movements, the clothes and muscles 
also all flex correctly. 











A Fan reactions will be more lively this time around. You'll 
definitely see a lot more interaction from the crowd. 


making, and an analog throw meter. 
You can now hold down the throw 
button for a longer, but less accurate 
toss, or simply tap it for a throw with 
less speed, but more control. You'll 
have to really take the throw distance 
into account this time. On the broad- 
casting side, fans should be happy to 
know that the play-by-play and color 
commentary will be provided by none 


/ www.psmonline.com 


other than San Francisco announcers 
Duane Kuiper and Mike Krukow. 
Needless to say, there’s definitely a 
lot here to cheer about. EA may not 
have that homerun yet, but it’s defi- 
nitely got a heavy hitter to take on the 
likes of High Heat and All-Star 
Baseball. Who will strike out? We'll 
find out this Spring, that’s for sure. 
STEPHEN FROST 
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A The look may be cel-shaded, but the gameplay is decidedly more 
sophisticated and complex than any other Breath of Fire game before it. 





4 Ryu is back 
again, with a 
slightly 
different look. 


\ 





BREATH OF FIRE: 
DRAGON QUARTER 


Capcom's famous RPC series goes 
underground 


ust when you think 

that no one’s doing 

enough to evolve the 

traditional console 

RPG formula, in 
comes Capcom with Breath of 
Fire: Dragon Quarter. A game of 
complexity and innovative 
“systems, BoF: DQ takes a sharp 
turn away from the turn-based, 
conventional routine of its pred- 
ecessors and swaps it for tough, 
hardcore dungeon crawling. 

Capcom does keep the 

series’ heroes, Nina, the winged 
princess character, and Ryu, the 
dragon boy, as its main protago- 
nists, but this time they show up 
deep underground, as mankind 
has been forced far below the 
planet’s surface. Now it’s time to 
try to see what's above, but 
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A Battles require lots of thought, planning, and strategy in 
order to master. There’s lots of depth in combat. 


you're forced to fight every 
step of the way upwards. 
With only three characters 
in your battle party and 
one dragon transformation, 
the emphasis of the game 
is on fighting, which is 
delightfully complex. 

Battling is a mesh between 
action and turn-based moves, to 
some degree. Moving around the 
battlefield, as well as attacking 
or taking any real action of any 
kind, requires AP points. Once 
you do attack, you're able to 
construct elaborate combo hits, 
which exponentially increase 
damage. But the real interesting 
factor is the D-Ratio feature, 
which limits Ryu’s ability to 
transform into a dragon. Each 
time he does (or simply by 


Lots of fans are waiting to see the result of 
Capcom's great RPG experiment. 


walking around), he’s penalized a 
certain percentage of D-Ration 
points. When your D-Ration 
reaches 100%, the game is over 
and you must replay through, 
with some limited items and 
abilities still intact. Sound 
strange? It is at first, but this is a 
game that forces players to play 
through the game more than a 
few times in order to piece 
together the game's complete 
(and already excellent) storyline. 
Those looking for something 
entirely unique in the RPG world 
will want to keep a lookout as 
the game releases this March. 
FRANCESCA REYES 


A You'll be playing through the game more than once to 
see everything that Dragon Quarter offers. 
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4 The graphics improve every time we see 
this game. Check out the depth of detail in 
these character models. 





A Your enemies include more than standard 
sword-slingers; some are even mechanical. 
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To say that the stealth kills are hardcore is a bit ofa an understate- { 
PC a CUE RUM arteries ol om 


“TENCHU 
WRATH OF HEAVEN 


Rikimaru’s return is almost complete! 








ever before, and new ninja abilities, like 
mind control and clinging to the ceiling, 
add style to your gameplay options. 
Also, the selection of ninja weapons 


e recently obtained a 
nearly complete pre- 
Alpha version of 
Activision’s eagerly 


themselves (which are so big and 
intricate that we've gotten lost a few 


times) change with each playthrough. 


There are three different enemy 


placement maps for each area, so 
simply memorizing every enemy’s 
position isn’t always possible. The 

levels are also heavily tweaked for 





awaited ninja sneak 
‘em-up, and couldn't resist giving you 
one more look at it before it ships. 

First, we'll get the confusing part 
out of the way: this is the third game 
in Activision’s stealth-oriented ninja 
adventure series, but because Jenchu 
2 was actually a prequel, Tenchu 3’s 
storyline actually picks up immediately 
after the events of the original Tenchu. 
Were not going to blow the storyline 
(which is actually quite cool) for you, 
but let’s just say that Rikimaru isn’t 
nearly as dead as we were led to 
believe by the conclusion of Tenchu. 
He’s back, as is his feminine counter- 
part, the lovely, deadly Ayame. 

In fact, they’re not only back, 
they're better than ever. Tenchu 3 
features more brutal stealth kills than 


has expanded quite a bit, and now 
includes several new, wickedly effective 
items like the sticky bomb, which can 
be thrown onto an enemy and then 
detonated, or Rikimaru’s Tetsubishi, a 
rope-and-spear combo that lets you 
impale a distant enemy and yank them 
toward you for more punishment. 

Rikimaru and Ayame are also be 
joined by a third playable character: 
Tessu. He's actually a doctor, but he 
moonlights as an assassin for hire. 
He’s not as nimble and stealthy as the 
ninjas, but he's strong as an ox and 
has some simply gruesome stealth 
kills, which typically involve his bare 
hands and/or a needle roughly the size 
of a banana. 

To complement the multiple charac- 
ters, the meticulously designed levels 


¥ 
“4 
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On top of its single-player component, with both 


a Oo ifs) goodness, Tenchu 3: Wrath head-to-head deathmatch 
Oar Vapi SOM ele ace} modes and team-oriented 
solid two-player (aleleyol=ir-l (=m taf 















Two players can play together, either as a team or as CUR Me sre Raila uy Pests oN 
mortal enemies. game, you can choose them in multiplay. 


13 to ery 3 ir) 


eed 


.hack ranks among the 
top 9 RPGs for 2003! 


1 a. ——— il 
A Your enemies’ pursuit Al is impressive: 
these guards actually climbed up onto the 
roof after us. 


each character; starting locations and el ECTION 


objectives change, and a door that’s 
open for Rikimaru might be closed for © 4 The “mission failed” screen is a bit  fessiaias : Part 1 
: ‘ gruesome, but it’s good motivation to , 

Ayame, forcing you to find multiple improve your skills. Re 
routes through each map. It’s a > You'll usually operate under cover 
legitimately intriguing challenge to of darkness, but not always. 
determine the most effective path to Pr 
your target. 

Overall, Tenchu 3: Wrath of Heaven 
looks like nothing less than a return to 
glory for this seminal stealth-oriented 
series. Unless something goes drasti- 
cally wrong between now and the 
time it ships, this is going to be one of 
the first must-play games of 2003. 

ERIC BRATCHER 
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Metal Gear Solid-style stealth action, plus an : % > 
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1. 
ED) Galerians: ASH 


Guilly Gear X2 


Conflick Desert Storm 
Star Wars Bounty Hunter 
Star Wars: 


Clone Wars a 
Tony Hawk 


Pro Skater ¥ PC ee Rag 


you locked and loaded. 


90 Whiteout 


General Hints 


Always make an effort to smash 
everything you see: barrels, statues, 
chimneys, vases... whatever. Items in the 
environment usually contain orbs of one 
color or another. 


Tons Of Combos! 
eT Tt Ca =f} 


Don’t forget that you can fly if you have 
the Aerial Heart equipped. It’s far too 
easy to get caught up in trying to make a 
series of acrobatic jumps when you could 
just use Devil Trigger and fly up quickly. 


The storyline will be the same regardless 
of which character’s disc you’ve played 
first, so choose whomever you like. 


a =t=]0 Me ce) e) 8) 
Galerians: ASH, p. 90 


The bladed weapons with a longer reach 
aren’t always the best choices because 
they do less damage. Often, the shorter, 
heavier blades will mow down the enemy 
with more efficiency. Similarly, Lucia’s 
basic throwing knives are often preferable 
to the darts because they do more 
damage when they hit, and Lucia doesn’t 
have to plant her feet to throw them 
(which impacts her mobility). 


4 Your awesome Devil Trigger form is 
Ae eR rd 
ed yee ieee cm 


When your Devil Trigger gauge runs low, 
remember that it’ll refill much more 
quickly if you get in close and mix it up 
with physical attacks than it will if you just 
stand in the distance and shoot. 


Don’t underestimate the power of your 
Devil Trigger form’s regular attacks. You 
can do tremendous damage, even to 
bosses, by getting in a few plain old hacks 
here and there whenever you've got your 
wings on. 


Golems tend to regenerate if allowed to 
escape your wrath before they’re truly 
dead. While this can be annoying, it can 
also turn them into bottomless health 
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4 Lucia’s physical attacks tend to be more 
DEC Cee RECA a Lae) 
less effective. 


cabinets if you have the healing heart 
equipped. Simply fill your gauge by 
beating the golem to within an inch of its 
life, break off the attack at the last 
moment and switch to Devil Trigger to 
heal up. Then, when the golem regener- 
ates, start the process all over again. As 
long as you don’t actually kill the golem, 
you can do this indefinitely. 


Unless you've logged ridiculous hours just 
hanging out around monster respawn 
points, you won’t earn enough orbs on 
your first playthrough to upgrade more 
than one melee weapon and one projec- 
tile weapon to its fullest potential. Choose 
a fave and stick with it. 





<< YOUR DEVIL TRIGGER ATTACKS 
CAN DO TREMENDOUS DAMAGE, 


EVEN TO 


In Hard mode and then Dante Must Die mode (or 
Lucia Must Die mode, if you're playing as Lucia), 
enemies will adopt a few new tactics that you 
should watch out for. For example, the cage-like 
Agonofinis and their ilk will adopt more spinning 
attacks, and will even lock you inside themselves. 
Watch out! 


Be sure to finish both discs at all three difficulty 
settings! At normal difficulty, you'll unlock new 
outfits for Dante and Lucia respectively. On the 
hard setting, Lucia just gets another outfit, but 
Dante actually unlocks the original DMC’s blonde 
bombshell Trish as a playable character! She 
levitates when she walks and wields the 
sword/scythe Sparda and has moves very similar 


A. Beating the game once the Bloody Palace (below), ai 


Aer dees 
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to Dante’s (plus, she looks great in black leather). 
Finally, on the most difficult, “Dante/Lucia Must 
Die” settings, you'll earn Dante's original DMC 
outfit and unlock yet another playable character: 
called the “Secretary”—she's the purple-clad 
Lucia clone who protects Arius and shares most of 
Lucia’s moves. 


as 


You can use golems to rebuild your health 
Ea eich 


Dea eC cm eC MCU RC )CL ei 
Dante's disc on Hard Mode unlocks Trish as a playable character. Now, where's the “throw motorcycle” button? 
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Mission Three — 
Orangguerra 


encounter a serious enemy. 


Orangguerra is very agile—light 
o him up from afar with gunfire, 
aes ( avoid his leaping attacks with 
= jumps and dodges, and if he 
Wy erabs you, switch to Devil 
4 i Y Trigger mode to convince him 
Sax! to let go. He often gets stuck on 
the furnishings, so put obstacles 
} between you and him whenever 
you can, especially if he’s on the 
= y outer edge of the level and you can 
~ perch on the railroad car in the 
middle. Finally, remember to use Devil Trigger mode 
to put a real hurting on him. 


Mission Four — Jokatgulm 

The trick with Jokatgulm is to stay to the edges of 
the screen—although her attacks are elaborate, 
they're mostly sweeps, easily dodged from far away 
(particularly the corners) with a simple jump. 
Unload on the tentacles, and eventually, one will 
disappear, leaving you a route to get to her neck. 
Then, close in, lock onto her neck (very important, 
as the targeting system will constantly try to lock 
onto another tentacle instead), and unload a combo 
or two (preferably in devil mode), then retreat. If 
you stay too long, you'll get shot up with poison 
breath or simply swatted by her tentacles—neither 
of which is good. Having the healing heart is a huge 
help here—if you get warn down, just retreat and 
fire darts into her tentacles until your gauge is up, 
then switch into devil form to heal up. Just don’t 
take unnecessary risks, and you'll be fine. 


Mission Five — Freki & Geri, Infested Helicopter 
Freki & Geri are a pain because they’re so mobile. 
However, as long as you aren’t in front of them 
when they dash, they don’t do much damage. Be 
persistent, and don’t be afraid to stay airborne to 
get the job done. 

You'll then meet a ridiculously durable 
Orangguerra. Hit him with lightning, and notice that 
if you get in very close, he often misses you. Plus, 
he can’t use his jumping attack if you stay under the 
bridge or tuck yourself away in the debris blocking 
the roads. 

When the Infested Chopper arrives, run. You can 
kill it, but it’ll just respawn when you enter the next 
area. Run up off to the right of the initial screen, 
and follow the camera’s lead up through the 
building, off the helipad, to the building with the 
carving on it, and to the roof of the big brown 
building (there's a gold orb between the two if you 
need it). Then, you can kill it. Avoid its missiles and 
favor Devil Trigger attacks and leaping sword 
slashes. 


Mission Six — Nafasturris/Nefascapitis 

Run up close, jump over his beam, and pump him 
full of lead or pound on him. You may take a couple 
hits from his bursting attack near the end, but that’s 
it. When he transforms, wait until it lands, then roll 











to the side or jump to avoid his various attacks, and 
smack him silly from above or behind. 


Mission Eight — Furiataurus 

He's easily one of the coolest-looking bosses in the 
game, but his attacks are all short-range. Perforate 
him from afar, and when he charges, leap up and 
come down upon him with a combo from behind 
before retreating again. 


Mission Ten — Noctpteran & Larvae 

You'll need the Quickness Heart to hit both triggers 
in the opening area. The ensuing boss battle can be 
a tough one — Noctpteran is little trouble, but as 
long as she’s alive, she'll drop eggs that quickly 
become giant Larvae. Stay airborne as much as 
possible, and pump lead into her incessantly. When 
she's down, exterminate all the larvae by holding 
down the fire button and jumping or flying away 
from their charging attacks. Remember your Aerial 
Heart and Devil Trigger here — they can serve you 
well. If you get eaten, mash buttons—the worms 
also take damage from the inside out. 


Mission Eleven — Bolverk 

There's an open doorway near the top of the room 
with all the platforms in it that contains the subma- 
chine guns. Be sure to grab them! Bolverk himself 
isn’t fast, but his moves have tremendous range. 
The key is to ignore the dogs, and get up close and 
slash away at him, using Devil Trigger whenever you 


151 
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4 The trick to this puzzle boss is to ignore the 
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can. If he gets in a big hit here and there, it’ll will 
hurt, but also refill your devil gauge very quickly. 


Mission Twelve — Plutonian 

This level opens with a goofy battle. You have to 
smash the diamonds (not the skulls), but there’s no 
good way to target them. Just double jump up and 
then press ® without being locked onto anything. 
That's your best bet. 

The Plutonian has some strong attacks, but 
they're easy to dodge. He's very vulnerable to rear 
attacks. Watch for the lasers, constantly dodge to 
his rear, and he'll go down easy. Guns do little 
damage against him, but if you want to play a 
long-range game, you can do that, too. Just aim 
for his back whenever possible. 


Mission Thirteen — Arius 

This battle gets harder the longer you let it go on. 
Arius will keep summoning underlings for you to kill, 
so focus upon just hacking away at the big man 
himself. Arius has two attacks of relative impor- 
tance—a forward-firing blast of dark matter icicles, 
and a black hole-like gravity well that sucks you in if 
you come within its range. Luckily, there’s quite a bit 
of time between them. Get in, slash him some, and 
jump out before he has time to react. Your biggest 
challenge will actually be keeping him targeted—he 
loves to teleport, and his helpers will constantly put 
themselves between the two of you. If you prefer, 
you can dispatch these helpers. They’re durable, 


4 Stop the heads from laughing by finding the vulnerable 
one and filling it with hot lead. 


A The high-flying Noctpteran isn’t terribly menacing, but its larvae will swarm you if you aren’t careful. 


and killing them won't affect Arius in any way, but 
they do build up your devil gauge, and sometimes 
drop valuable orbs when they disintegrate. 


When you spawn, go forward through the archway 
and hug the left side of the screen to find the 
missile launcher. Now, it’s time to find the power 
points. You'll start off on the lower right of the 
map, just below the area where it juts off to the 
right. The first power point is on a rooftop just 
around the corner in the lower right of the map. 
The second power point is well hidden. Make 
your way to the upper left 
area of the map, and you'll 
see a place where the wall is 
low enough to jump over. Go 
over the wall there to enter 
the chamber, which also 
contains the Healing Heart 
and the Merciless Sword. 

The third power point is in 
the far upper right corner of 
the map (there's also a gold 
orb hidden on a shelf here), 
and the final power point is 
down that alleyway that juts 
off to the right of your spawn 
point. You'll go through the 
red doors here when you've 
got all four powers activated. 

Then, you'll be reunited 
with an old friend from DMC. 
When he doesn’t have his tail 
uncoiled, it’s a fairly easy task ‘ 
to stand on his back and SNe os 
shoot at his head. However, 5 
if he does break out the tail, 
get away fast. This then 
becomes either a long range 
shooting game or a strike and 
retreat melee battle. 

Memorize his attack 
animations, and keep moving 
and firing. His fire breath Pear 
usually is a single shot, and his f= 
“pillars of flame” usually come (@ 
in groups of four, which are 
preceded by him either 
shooting a blast of fire into 
the air or stabbing at the air 
with his tail—when you see 
that, just start running until 
you see him change 
animations. And always leap away from his jumping 
body slam. In fact, an up close game is a tricky 
thing with this boss, so if you must fight using 


too much trouble. 


( 


to put him away. 


PREM aire en Lae LT 
as you can avoid the main gun, they aren’t 


PMMA nC eT At bul isa 
DFR T arc | A CMA RS eC 
hell can’t hurt you. 


PNM re Mmmm Cary 
are both annoying and deadly. You'll have to 
PR ROC omen Rg 


physical attacks, use Devil Trigger to make every 
hit count. 


Mission Sixte: 
After your rematch with Bolverk (use the same 
strategy as before), you'll encounter a three- 
headed boss (and Dante will deliver his best one- 
liner in the game). The trick is to realize that only 
one head is vulnerable to damage at a time. Dodge 
the various attacks by leaping or diving (or staying 
in the center of the dark blue head's ring lightning 
attack, if it lives that long), and lock onto the head 
that is taking damage—you'll know which head 
that is because its health bar 
will shake when you shoot it. 
Then, just keep pumping it full 
of lead with the machine 
guns, dodging new attacks, 
but never taking off your lock. 
If your lock gets bumped off 
(say, by a successful attack) a 
different head may become 
vulnerable. Find it, and resume 
= the barrage. 
Mission Seventeen — 
Arius agall 
As before, the big problem 
here will be keeping this punk 
in your sights. The ladies will 
constantly run up and stab 
you in the back, so kill them 
when you can, but not at the 
expense of attacking him. 
Pursue him relentlessly. As 
before, he’s quite vulnerable to 
Devil Trigger attacks and 
combos up close. 


Mission Eighteen — 
Final BOSS 
It’s hard to describe a strategy 
for this boss’s early form 
without spoiling its appear- 
ance. Suffice to say that you 
can defeat it by alternately 
3¢| staying back and blasting away 
‘or getting up close and off to 
one side and unloading. 

In its second form, the boss 
is often invulnerable, so don’t 
bother attacking when it is. 
However, many of its attacks 

are familiar, and it will frequently 
leave you an opening to counterattack. Capitalize 
upon these without becoming so aggressive that 
you put yourself in danger, and you'll be just fine. 
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Variations 


Lucia’s game covers many of 
the same locations as Dante, 
but also has several differ- 
ences, including the location 
of her secret rooms, orbs and 
other items. She's even got a 
few of her own bosses. Here’s 
how to roll with the changes. 





Mission Two — Tartarussian 

When you run into this two- 

headed monster, don’t be spooked. He's slow, and 
telegraphs his moves, big time. Just jump into the air 
anytime he rears back, to strike and unload upon 
him everywhere in between, especially from behind. 


Mission Five — The Evil Heart 

This isn’t a boss battle per se, but it’ll help you 
along. Once you get the power turned on (by going 
through the airplane hangar), head back up through 
the corrugated metal garage door. That’s when 





they'll die, exposing her vulnerable neck. 


EVA meer Mee ee La a Vel 
their attacks, and they’ll be powerless against you. 


86 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #69 MARCH 2003 / www.psmonline.com 


you're going to get nailed by the Evil Heart, which 
» will drain your life force no matter what you do. 


Luckily, you've got plenty of time. Fight your way 
to the giant, circular elevator room, unlock the 
sphere, and run down the staircase. At the 
__ bottom is a devil gauge recharge station, 
so use the Healing Heart 
to get healthy, and then 
charge up again. Fly up 
through the shaft to get the 
Flame Heart. 
Jump back down the tube, and head through the 
bluish door near the bottom. Then, jump onto the 
pedestal in the lava pool and enter the door there. 
Approach the carving on the wall, and you'll trade 
the Evil Heart for something better. 


Missions Six and Seven — Tateobesu 

When you first dive into the water at the end of 
mission six, head toward the bluish nook in the 
wall to get the bowgun. It’s the only weapon that 
works underwater. 

Tateobesu is actually one of the easiest boss 
fights in the game, provided you have the bowgun. 
He can’t be targeted when 
he’s invisible, but as soon as 
he flickers into view, lock onto 


— 


PTR eA Me eee CML 
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him and lay on the fire button, dodging his charge 
at the last moment. Repeat as needed. 


Mission Thirteen — Arius and Arius Argosax 
Hmmm. Looks like he’s not done just yet. When this 
fight starts, Arius will focus on launching very slow 
lightning globes at you, and sometimes bull-rushing 
you. However, he'll still leave many holes in his 
attack patterns, giving you the chance to counterat- 
tack. Occasionally, he'll try to grab you, thump you 
with a hunk of pavement, or send a ray blasting 
from his chest (watch for him to levitate in prepara- 
tion). but it’s still easy to pound him, either from 
afar with knives or up close. 

After he transforms, things get a bit different. 
He'll spurt blue goo, swat at you with his new tail, 
and lunge with his teeth. However, simply standing 
as far away as you can and off to one side will avoid 
90% of these attacks. Just turn him into a giant pin- 
cushion and you're done. 





> If you’re looking 
for an easier 
challenge, Lucia’s 
missions might be 
the way to go. 
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timing down and hit them back at it. 
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v New characters like Ino and Bridget 
keep Guilty Gear X2 rocking. 


























TAKE THE 


CHALLENGE! 
RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on April Ist. if there are multiple 
winners, the final winner will be 
decided by the best paragraph that 
explains why you're the winner. Send a 
picture or a videotape (non-return- 
able) and a short paragraph explaining 
why you're the winner. Sorry, no e- 
mail entries! Due to legal constraints, 
this contest is open only to readers. 
living in the United States, age 18 
years or older. 


SEND YOUR ENTRIES TO: 
PSM March Challenge #(the 
challenge you're entering) 

c/o Future Network USA, 

150 North Hill Drive, Brisbane, 
CA 94005. 






Me 8) 


Challenge #1: Mystic Heroes 
Unlock both Captain Dax and 


Kai as playable characters. 
Photograph or videotape the 
Col g=I= COTM SH Ee) 
selectable characters. 


PS pesit| 


GUILTY GEAR Xe 





> Sol (right) realizes too § 
late that even if an 
enemy looks like a little 
girl in a nun’s costume, 
they can still hand you a 





Cele Pa UL 


Play Get-a-Life Mode all the 
way through and photograph 
or videotape the ending 
alate 


Challenge #3: Guilty Gear 
»¢4 

Play survival mode until you 
unlock the special boss Robo- 
ky as a playable character. 
Photograph or videotape the 
(oprelr-lacslmy=) (scat (ene tat=1p) 
showing Robo-ky as a selec- 
table character. 


THIS MONTH’S 
PRIZE PACKAGE 
Breath of Fire: 

Dragon Quarter game 
Devil May Cry 2 game 
The Getaway game 


ss 


SS ce) 
Ratchet & Clank 
No winner 


Ra eet) 
Kara Donaghue, Lowell, MA 


BT) 
NOM Toe 
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Crazy Gombos & Secret 


Unlockable features 

You can unlock “EX” versions of each 
fighter (character wears differently- 
colored clothes and has moves more like 
those in the original Guilty Gear. Use L2 
to select) by clearing 35 missions in 
mission mode, defeating the black “boss” 
version of that character in Survival Mode 
(levels 10-200), viewing two of that 
character’s endings in Story Mode, or 
simply logging over 50 hours of playtime 
(EX chars will be unlocked every 2 hours 
afterward) 


You can unlock Robo- 
Ky, Kliff, and Justice 


by clearing 40 missions, > 4 


defeating the black 
“boss” version of 
that character in 
survival mode 
(somewhere y 
between levels 
210 and 300), 
watching Justice's 
ending in Story 
Mode, or logging 
92, 94, and 96 hours 
of playtime. 








You can unlock Guilty Gear mode 
by clearing 45 missions, reaching 
survival level 300, viewing every 
character’s ending (except Justice), or 
logging 98 hours playtime. This 

number has some differences that 
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serious beatdown. 


hardcore players will notice: characters 
are 20% faster, Jump cancel can be used 
for almost all moves, speed of a mid-air 
dash does not decrease immediately after 
a hit, character-specific endurance is 
lower, and air dashing has no height 
restriction and can be chained without 
returning the control stick to the 

center position. 


You can unlock SP costumes for each 
character, enabling you to choose from a 
wider range of colors, (use L1, then press 
any button to select) by beating the gold 
“boss” version of that character in survival 
levels 300-520, viewing all three Story 
Mode endings for that character, or 
logging 100+ hours of playtime (one will 
be unlocked every two hours). 


You can unlock Story 
mode for Justice by 
watching the story 
endings for every 
character except Justice. 


SUPER COMBOS 
Want to beat your 
opponents so badly 

you really do feel 

ai a guilty? Here are 
some special 

combos from 

& Sammy’s QA 

Y guru, Drew Jennings. We'll try to 


« 






m=) | squeeze more secrets from Drew 


¥ next issue, so practice up! 


KEY: QCB = quarter circle back 





QCF = quarter circle forward 
HCB = half circle back 


SOL BADGUY: 

Combo #1 Punch, slash, hard slash, QCB, 
slash (8 hits) 

Combo #2 Punch, punch, kick, slash, 
slash, hard slash (7 hits) 


KY KISKE 

Combo #1 Corner opponent with tension 
bar maxed & punch, punch, slash, slash, 
QCF+QCF+punch, QCF+QCF+punch 

(14 hits) 

Combo #2 Corner opponent & punch, 
slash, hard slash, QCF+kick (5 hits) 


MILLIA 

Combo #1 Punch, punch, slash, slash, 
then keep tapping slash (7-10 hits) 
Combo #2 Corner opponent & dust, 
punch x9, then tap slash as fast as 
possible (20+ hits) 


SLAYER 

Combo #1 50% tension & QCB+kick, 
kick, QCF+QCF+hard slash (4 hits) 
Combo #2 Corner opponent with 50% 
tension & hold forward+punch, slash, 
slash, hold forward, slash, slash, slash, 
slash, slash, slash, slash, slash, slash, 
slash, QCF+QCF+hard slash (14 hits) 


I-NO 












Aifthe Charucters 
WHO: Gordon 
WHERE: Max’s house (front yard) 


WHAT: Buy him some Holy Water from 
the Priest. 





WHO: Parn 

WHERE: Palm Brinks (residential 
quarter) 

WHAT: Buy him some Gold Paint from 
the Tailor in Jurak Mall (you must 
revive Jurak in the future to do this). 


WHO: Donny 

WHERE: Underground Channel 

WHAT: You must have both the 
Protector and Dark Coins. You can buy 
them from Jurak Mall once you've 
revived Jurak in the future. 


WHO: Ferdinand 

WHERE: Max’s house (kitchen) 
WHAT: You must give Ferdinand a 
Roasted Chestnut to complete his 
recipe. You'll find chestnuts in the 
Rainbow Wood dungeon. 


WHO: Claire 
WHERE: Palm Brinks (outside Café) 
WHAT: Take a photograph of the 








Combo #1 Punch, slash, hard slash, 
HCB+forward+kick (4 hits) 


Combo #2 Corner opponent with 50% tension & 
dust, punch x9, QCF+HCB+slash (12 hits) 


BRIDGET 


Combo #1 Hard slash, QCB+hard slash, QCF+kick, 


kick (5 hits) 


Combo #2 Corner opponent with 50% tension & 
punch, punch, slash, slash, HCB+forward+slash 


(12 hits) 


ZAPPA 


Combo #1 Corner opponent with 3 ghosts & 


punch x6, slash QCF+ slash (8hits) 


Combo #2 With 50% tension & crouch+slash, 
hard slash, HCB+hard slash, Roman Cancel, 


HCB+hard slash (5-6 hits). 


DARK CLOUD 2 





> There are tons of charac- 
ters to recruit, provided 
you're willing to do plenty 
of favors here and there. 


Lafrescia Stem (in Rainbow Butterfly 


Wood boss area) and show it to Claire. 


WHO: Stewart 

WHERE: Max's house (entrance) 
WHAT: Have at least 2200 gold in 
your inventory and talk to him after 
he’s initially told you about his book 
auction. Give him the money to buy 
the book. (He will return the 
unused amount.) 


WHO: Adel 

WHERE: Max's house (Servant’s room) 
WHAT: Give her a Thick Hide, Hunk of 
Copper, and Sturdy Cloth and she'll 
leave to make you a new outfit. Visit 
her again and she'll join. (You can 

buy these materials from Conda on 
the train.) 





WHO: Polly 

WHERE: Palm Brinks 

WHAT: Run an errand by delivering 
Bread to Morton (a task that turns into 
something more). Once you complete 
the mission, Polly will join. 





WHO: Sheriff Blinkhorn 

WHERE: Palm Brinks (Police Station) 
WHAT: Beat his time of 2.00 minutes 
to run from the Police Station to the 
boat out on the lake and 
back again. Tough, but 
certainly doable. 


WHO: Milane 
WHERE: Palm Brinks 
(Weapons shop) 


<4 Each character has their 
own set of strengths and 
weaknesses. Always try to use 
the right character for a given 
situation. 


ae) 
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Here are a few secrets we haven't yet revealed... 


Unlock Daisy 


Unlock everything except the gaps watch_me_xplode 
(Note: you must include the underscores). 


Enter “(o)(o)” on the cheats 
menu to unlock this well- 
endowed skater. 


There are dozens of additional skaters hidden in the 
game. Simply enter create-a-skater mode and enter 


any of the following names to see their stats and 
character models pop up. Don’t save while using 
these characters though—it could corrupt your 


WHAT: Take the weapon Milane 
gives you and build it up two levels, 
then return to her with your 
powerful weapon. 


WHO: Max’s Dad 

WHERE: Max’s house 

WHAT: Take the gun that he gives you 
and level it up twice into a Bell Gun. 
Then return it to him. 


WHO: Mayor Need 

WHERE: City Hall (Mayor’s office) 
WHAT: Give him the combination to his 
office safe (which is Claire’s birthday). 


We'll make it easy for you—it’s 1221. 


WHO: Priest Bruno 

WHERE: Palm Brinks (Church) 

WHAT: You must put out all the 
candles in the church, which is tough 
as they’re set up so that once you put 
one out, the others surrounding it light 
up. Strategize so that you accommo- 
date this, and you'll do it in no time. 


WHO: Rufio 
WHERE: Palm Brinks (Lake area) 
WHAT: Take a picture of the moon and 


Hey, Max! | have a favor 


tO aSK you to 















day. 





give it to him. 


WHO: Fabio 

WHERE: Palm Brinks (Lake area on 
pier) 

WHAT: Catch a Nonky in the town lake 
that's bigger than 50 cm. Try using 

a Battan or Prickly as bait after 
leveling up your fishing rod a bit, 

then be patient. 





WHO: Corinne 

WHERE: Palm Brinks (house next door 
to Max’s) 

WHAT: Play hide ‘n’ seek with her. 
First, she'll hide in the upper hallway 
of Claire’s house, and then in Max's 
bedroom. After you find her the last 
time, she'll join up. 


WHO: Rosa 

WHERE: Max’s house (hallway) 
WHAT: Talk to her, then type in the 
prompted message “Let’s go 
together” into the screen keyboard. 
She'll accept. 


ite (s (nied cite) 


ceo 


Aaron Skillman, Adam Lippman, Andrew Skates, 


Andy Marchal, Angus, Atiba Jefferson 
Ben Scott Pye, Big Tex, Brian Jennings 


Captain Liberty, Chauwa Steel, Chris Peacock, 


ConMan 


Danaconda, Dave Stohl, DDT, DeadEndRoad 


Fakes The Clown, Fritz 


Henry Ji 


(Fl atae =cvel-lnU armel (om 


Jason Uyeda, Jim Jagger, Joe Favazza 


John Rosser, Jow 


Kenzo, Kevin Mulhall, Kraken 

Lindsey Hayes, Lisa G Davies, Little Man 
Marilena Rixfor, Mat Hoffman, Matt Mcpherson 
Maya’s Daddy, Meek West, Mike Day 

Mike Lashever, Mike Ward, Mr. Brad 











save file. 


Nolan Nelson 
Parking Guy, Peasus, Pete Day, Pooper 
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Rock to unlock 

_ If you complete the game in under 20 
hours and with fewer than 50 saves, 
you'll unlock Short Mode, which 
enables you to run and roll forward 
while shorting out and frying 
enemies. If you beat the game at 
normal difficulty in 15 hours or less 
with 30 or fewer saves, you'll unlock 
hard mode. Finally, if you beat hard 
mode in eight hours or less with only 
one or two saves, you'll unlock LV3PK 
mode, in which you begin the game 
with all Rion’s psychic abilities already 
maxed out. 


Hoard the hidden skips 

Most skips appear after defeating 
bosses, but there are also four hidden 
skips that will enable a player to level 
up their psychic abilities more quickly: 


Location: Enriched Uranium Refinery: 
Contro! Room Criteria to unlock: 
Defeat all 24 Manafters 


This is the area where the Manafters 


appear in great numbers in Chapter 
3. Since Rion’s AP builds up quickly, 
the player can obtain a skip in a rela- 
tively short time by effectively utilizing 
shorting to wipe out the Manafters. 


Location: Enriched Uranium Refinery: 
Uranium Depository Criteria to 
unlock: Give certain amount of 
damage to Ash in 4 minutes 

Rion has only 4 minutes to battle Ash 
during the first encounter in Chapter 
3. If the player is able to inflict 7000 
damage points on Ash in that time, a 
skip will appear after the battle. 


Location: Airport Terminal: 2F 
Hallway Criteria to unlock: Defeat all 
9 armored security guards 

Another hidden skip can be obtained 
in the 2F hallway during Chapter 7, 
where enemies are armored security 
guards. Destroy all 9 guards to reveal 
the skip. An effective way to do this is 
to sneak up from behind and defeat 
them utilizing Nalcon. 


Location: Mushroom Tower: Security 
Area E Criteria to unlock: Defeat all 
600 rabbits 


A Rion’s almost like a Jedi Knight—he can 
force push enemies, and is always spewing 
lightning blasts from his fingers. 


Enemies in this area, called rabbits, 
are actually weak but provide a 
challenge in their numbers. Rion 
must defeat all of them to obtain the 
last skip. 


Lilia to the rescue 

During Chapter One, chatting up Lilia 
will get you quite a few extra items. 
Talk to her both before and after 
fighting Dorothy. If your health is 
below 50% and you have no first-aid 
items, she'll give you Racovery Plus. If 
your Nalcon gauge is below 50% and 
you have no Nalcon, she'll give you 
some Nalcon. However, if you need 
both things, you'll have to talk to 

her twice. 


Steal the enemy’s medicine 
In Easy and Normal Modes, Bustanor 
and Breakaron capsules may appear 


on rare occasions after 
defeating the enemies 
Necrobit and Mugant. 
There will be no Recovery 
capsules in Hard Mode, but 
Bustanor and Breakaron 
can be obtained from all 
the enemies. 


Awesome Appolinar x2 effect 
Appolinar maxes out Rion’s AP meter, 
causing him to instantly short. (thus 
giving off some serious energy). If 
Rion takes an Appolinar while already 
shorting, or takes 2 consecutive 
doses, he can instantly clear an entire 
room full of enemies. Appolinar can 
be used effectively to conserve HP, 
which proves useful in Hard mode, 
where no HP recovery capsules are 
provided. This attack is extremely 
effective when used in areas where 
enemies appear in great numbers. 


A Dorothy really needs a breath mint. 
Luckily, Lilia can give you some healing items 
both before and after this battle. 








Enter these codes in the cheat menu to automati- 
cally unlock the following levels: 


ya Sifola melts SY 
Mission Two ell =O] = fe VG 
Mission Three CONVEYORAMA 


Unlock all concept art R ARTISTS ROCK 


Unlock all collectible cards 


Enter the following button sequence at the main 


menu: 


GO FISH 


OO0OOononneenn 





» Rick Thorne All of Chapter One BO) ta adel MU aTCM NUM csi (=re] enema Ma srol MUS BLUAR Nn ete] p MO =) 
Sik, Stacey D, Stacey Ytuarte, Stealing Is Bad found in the game options menu. When you select 
Team Chicken, Ted Barber, Todd Wahoske, Mission Four BIGCITYNIGHTS the Cheats option you can choose the following 
Top Bloke Mission Five IEATNERFMEAT options. 

Wardcore Mission Six ei ai oe 
Zac Zig Drake All of Chapter Two CITYPLANET Trooper Level 
Enables you to instantly level-up your squad 
tar Wars: The Cl Mission Seven LOCKUP Enemy Level = 0 
Unlock level select in campaign mode Mission Eight WHAT A RIOT Setting the enemy level value to YES makes them 
DOORDONOT Mission Nine SHAFTED Nel aYAU nee pn e=tlt\ om 
TaN aed) iiay DARKSIDE All of Chapter Three LOCKDOWN Mission List 
Unlimited ammunition, secondary and special Enables you to jump to any level in the game. Note 
weapon Mission Ten BIGMOSQUITOS that jumping to a later level without also increasing 
SUPERLASER Mission Eleven ONEDEADDUG your trooper level may make the game way more 
Automatically complete bonus objectives Mission Twelve WISHIHADMYSHIP eliitat lia 
GIMME All of Chapter Four © DUGSOPLENTY 
Unlock all multi-player levels JORG SACUL 
Unlock Battle Droid in Academy: Geonosis Mission Thirteen MOSGAMOS Pre-game codes: 
TRADEFED Mission Fourteen TUSKENS R US At the Main Menu, hold @ and @p and enter the 
Unlock Padme Amidala in Academy: Geonosis Mission Fifteen BIG BAD DRAGON following commands 
NATALIE All of Chapter Five BANTHAPOODOO 
Unlock wookie in Academy: Geonosis Ua) Cofe ar-1 1B =a €eee 
NERFHERDER Mission Sixteen MONTROSSISBAD Unlock all Characters DUDS 
Unlock all FMV sequences 12 PARSECS Mission Seventeen VOSAISBADDER Un [olel a=) | rete) TTT 
Unlock pics of dev team (in Sketchbook) Ha fe) nm alte ny rein JANGOISBADDEST Unlock Everything 23900 
JEDICOUNCIL All of Chapter Six MANDALORIANWAY 


In-game codes: 
During the race, hold aa and ® and enter the 
following commands 


Get Stamina Back 3273<¢< 
Get 10,000 Points a 
Win Current Race PLE > 


Switch Camera Target Yee 
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' DESTINIES SO BIG THE UNIVERSE 


CAN BARELY CONTAIN THEM. 
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Blood and Gore . 
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RANDY’S TIP 
OF THE MONTH: 
“Here's a strategy 
that’s helped me every 
time I go out shopping 
or to a restaurant 
(especially the fancy- 
schmancy ones): simply 
make sure to equip 
your shoes and shirt 
before entering, and 
you won’t have to 
worry about being 
kicked out by the 
owner! Some places 
have signs that give 
hints about this in 
advance for novices, 
but the truly hardcore 
establishments expect 
people to know these 
tips already.” 


ERIC 


EACH MONTH we post a new question 
CoyaMele mn =o sce Mal «Tiley la l-M* el ge 
print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


Sem we tite 
“What was your favorite movie or TV-based 
game of the past year and why?” 
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out of the freakin! 
car, Scott! You an’ me 
got some business 
to discuss! 








Scotl Fisher, fisher@quusnainetau 


| would have to say LOTR: The Two Towers. 
The storyline covered 99.9% if the 
movie/book, and who doesn't enjoy 
attacking a horde of orcs and trolls with a 
midget wielding a huge axe? Life doesn't 
get any better than that... :) 

Brett Morison, Lynnwood WA 


What is the point in asking this question? 
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psm@futurenetworkusa.com. 


PSM Letters 150 North Hill Drive 
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A The PSM staff enjoys a rollicking game of “J’accuse Le 
POY ET CMC ACCRA aC -c ale 





| just did a survey and the lady | spoke to said 
11+ hours a week was a hardcore gamer. Is this 
correct? And if so, what would describe someone 
who plays 11+ a day? I'd really would like to know 
what the PSM staff thinks a hardcore gamer is. 
Does hours per week/day spent gaming factor 
into the equation? My husband says | may need 
therapy; I’m 33 and | play an average of 11 hours 
a day. | start after I'm done with the housework. 
Diane Simpson, Rayhoodrat@msn.com 


Diane, you need to drop that zero 
and get with the hero. C’mon, baby—with 
me, you'd always be Player One. Seriously 
though, | don’t know that you can define a 
hardcore gamer specifically by how much 
time they spend playing, but don’t worry, 
you're definitely hardcore. Every day you 
spend more time with a controller in your 
hand than most people do at work. Have 
fun, but just be sure to do other stuff, too, 
and don’t leave hubby out in the cold. 
Remember, moderation in all things. 


This is probably old news by now, but what's up 
with Xenosaga being censored? It’s supposedly 


They all sucked. 
Cory Briscoe, Slidell LA 


iM oy=}IC=\ =m tar=1@(0)0) ace) ar=]) UTM ae) (=m ey = \=10] 
games it would have to be Spiderman:The 
Movie. \t was a great game and the only 
one | think is worthy enough to be 
mentioned in this mag. 

a Ti a Oo 
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My favorite movie based game have to be 
the Resident Evil series, even though the 
movie was produced way after the game. 
Zach Chapla, Piedmont SC 


Resident Evil. Jump-kicking a dog in the 
head—what more do you need in a 
movie? 


reset Payne, Charleston, WV 





DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 





“You Hever close your 
eyes... ahyore... WheH 
/ kiss... your Iiijpps.” 


A It’s even creepier when Chris sings while the 
puppet is drinking water. 











Mar, 
I'm gonna look 
totally rad! when 
Chris Photoshops 
out this file 
cabinet! 


Ps A ae aCe 
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A It’s fun to replace all of Randy’s MP3s, then 
PR POR ae Uo 


A Every day, the PSM staffers use a scientific 
method to determine who has to go get lunch. 


Palo aCe TA op) sete MEMO) oa KO) 

such high quality. Also the acting was 

great, especialy the guy playing Raiden. 
Arman Arutyunyan, Glendale, CA 


Well, | know this game has been out for 
quite awhile, but my favorite movie-based 
game has to be Evil Dead: Hail to the King. 
It's just a great game based on a classic 











fo sO UCI) eee mS ION 
makes it better. | was really excited when 
| heard they were making a sequel to this 
game, but I'm kind of Resier] F) e008 
hearing that one of the guys who helped 
make that awful State of Emergency game 
is helping with this game. |'m sure it's 
gonna be a fun game and can't wait for 
its release. 


having a scene censored or cut from the 
American release because it was “too disturbing”, 
but the violence and religious overtones will 
remain intact! Could someone please tell me why 
everything else, like blood and gore, is allowed 
to remain in the game while this scene is 
considered too much for mature gamers to see? 
| think most people who played the earlier 
Xenogears are mature enough to handle 
whatever Xenosaga has in it, so why this sudden 
scene cut? 
Amanda Sinning, 
vector_kosmos@yshoo.com 


Well, the scene in question involves 
a young person and a somewhat sexual 
situation. Since the whole minors thing is 
illegal in the U.S., Namco thought it would 
prudent to remove any scenes that might be 
interpreted in a bad way. The scene in 
question, though, isn’t that major and 
occurs late in the game. People won’t even 
know that it was removed. It’s really 
nothing to worry about and | applaud 
Namco for taking it out rather than just not 
bringing the game over. 


| have always been a big fan of the Contra series. 
Something recently came to my attention 
though, and I'm confused. | love classical music, 
and | realised that Beethoven has several com- 
positions named “Contra-Dance” Then | went to 
the dictionary to find out if there was a non- 
music related term for Contra. This is what | got: 
1.) ‘A member of the group wanting to overthrow 
the Nicaraguan government in 1979” OK, that 
can't be right. 
2.) “Opposite” Right, what the heck is that? 
Help me out, guys. | can’t understand why 
Konami would name such a wonderful and 
violent series after.. well, after nothing. 
Nate Columna, 
natecolumna@yshoo.com 


Like the titles of most Japanese 
games, it probably just sounded cool to 
people for whom English is a second 
language. Don’t break your brain trying to 
figure it out! 


www.psmonline.com 


Waylon Reed, Salt Lake City UT 


| think "The Lord of the Rings: The Two 
Towers,” although slightly misleading, was 
a great game. The action kept you 
hooked and had a decent difficulty level. 
It was my favorite movie-based game for 
the PS2 for 2002. 

Noah Fuzy, Woodhaven MI 


Yesterday | saw this story on the news saying that 
two teens in Florida went on a crime spree and 
stole things and hijacked cars. When they were 
captured, they said they did that because of a 
game called Grand Theft Auto: Vice City. I'm 
sitting there with a mad face. What kind of idiots 
would do what they did and then blame it on a 
videogame? What do you guys think? 
Alvin Alkatib, 
aalkatib_2000@yshoo.com 


This makes me both sad and furious. 
To blame a videogame for your own act of 
wrongdoing is either colossally stupid or 
incredibly irresponsible, and gives gamers a 
bad name. It’s never the game’s fault if you 
do something idiotic—it’s yours, and yours 
alone. If you're so incredibly gullible or irre- 
sponsible that you think you can do 
something in real life because you saw it in 
a game, please go buy Final Fantasy X—I’m 
dying to see you try to play blitzball. 






This letter isn’t really about videogames, but the 
Downtime section of the magazine section in the 
back. | have been wondering for a while now 
how it is possible for you guys get any work 
done. it looks like a fun job, but I’m really puzzled 
by how the magazine gets published as great as 
it is and how it’s on time. 

Frank Spinelli Ill, ultrajet36@aol.com 


My secret weapon for getting the mag 
done on time is fear, and a bat... uh, my 
TWO secret weapons are fear, a baseball bat 
and a monkey suit... no, wait... my THREE 
secret weapons are fear, a baseball bat, a 
monkey suit and... anyway, you get the idea. 
It’s just a labor of love... yeah, that’s it... 


The last two rumors in your rumor section have 
got me pretty mad. I've been questioning 
everyone's judgment at PSM since this issue. The 
point is, the rumor about the Microsoft buying 
out Capcom got a probability of 10%, while the 
rumor about Nintendo being “on the ropes” and 


wy 


Of course, you don’t see 
too many folks lining up to 
be strippers or bar-girls 
because of GTA: Vice City, 
now, do you, Alvin? 









f 
GAMES WE 
WANT TO SEE 


PARAPPA 

THE WRAPPER 

It’s holiday time in 
Parappa Town and all of 
the department store 
gift wrappers are on 
strike! Not wanting the 
festive season to fizzle, 
Parappa crosses the 
picket lines to lend a 
hand in getting 
everyone’s presents 
ready. Each level takes 
place at a different 
store, with challenges 
ranging from simple 
boxes to complex jobs 
like a motorcycle. 
Customers, including 
Chop Chop Master 
Onion, tell Parappa how 
they want their gifts 
wrapped in the form 
of—what else—a rap. 
You be wrapping good! 


| think that the best movie or TV based 


game in the past year was Lord of the 


i<cceletone 
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Rings the Two Towers. | think that it did a 
great job of putting you into the epic 
battles. It is a must play for anyone who is 
a fan of the movies, or someone who just 


Oom Pad, Boston MA 
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HARDCORE 
Coc ae 


One of the particular things | like about 
your magazine are the great approaches to 
stories that the other magazines don't cover. 
The one that | remember in particular is the 
one a few months ago about this being the 
year of the mature games. That made me 
remember a videogame from way back for 
Turbograffix 16. Splatterhouse by Namco 
was one of the most controversial titles of 
the time. In fact, the arcade version was 
banned in the U.S. for a few years. Since 
the article, | have been somewhat obsessed 
with this game and have now downloaded 
every emulation of it. But one thing is still 
bothering me. Many credit Resident Evil as 
being the founder of the survival horror 
genre, but it takes almost everything from 
Splatterhouse. |'m not trying to discredit 
Capcom in anyway, in fact I’m trying to get 
you guys interested enough to print this so 
that Namco can take the PS2 by storm. 
Resident Evil has left the PS2, and the only 
real game that has horror to offer gamers is 
the newest Silent Hill. lf Namco did a hot 
remake, they'd be able to grab the attention 
they so rightly deserve. All the gamers of 
old should remember this iconic game and 
make Namco get in the game. 
Wookie Wackine, 
wookiekill@yahoo.com 





Well, | agree with you that 
Resident Evil wasn’t the true founder of 
“survival horror”. However, it did take 
the genre to a lot more people than 
any game before it. I think another 
classic example of where the RE series 
got its ideas from is Alone in the Dark. 
In a lot of ways, the two games share 
many similarities. However, since RE 
sold so well, it is the game that most 
people know about. 


4 LT 4 


may be “exiting the hardware business” got a 
probability of 30%. So you're saying that 
Nintendo has a higher chance of leaving the 





| think it would be Tomb Raider, because it 
was very faithful to the series, the story 


ASK THE 


oO oj | as, 
efe iORIL 


he other day, while | was playing Kingdom Hearts, | 
ic the urge to urinate. | held it for twelve hours until 
my bladder burst. Do you think | could get away with 
suing Sony or Square? | mean, people have gotten away 
with lots worse. 
Tt (tliat LT] Rete) 


BILL To be honest, Jim, | don’t think your case will 
hold up in court. Now, if Kingdom Hearts had a 
eee M MCR UMAR Lem Lcd 
CRMC Eee ER erm cme 
eC Maria Mem Tsim eM TC ie) 
case. After all, only the truly stupid are awarded 
CRT Cw eal ee 


IVER e)arel=ta lay en are1MM 0.0m] <oMe)am tno) =VANy aCe) anl gtd 






Fe] no) 1p) ee) GoD nT an TO AT ci ccie=)nre=cM MM] (6 210)2%=) NM Cel CCIN 
(such as in GTA series)? Good idea or bad idea? 
Trunks, MTekSoftware@aol.com 


BILL Trunks, any kind of Communist anything is a 
PEA EM ar emcee eg 
believing that pure crap (or PC, as | call it) and pretty 
soon the only videogame we'd all be playing is Let’s 
Rivet These Tractors For The Glorious Five Year Plan! 
Sounds like real fun, huh? Did | mention that the only 
place we'd be able to play this swell game is in the 
tractor factory? Face it, Trunks, Communism sucks! 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@futurenetworkusa.com, 
with “800-LB. Gorilla” in the Subject Line. 





hardware business than Capcom has to bought 
out by Microsoft. Spare me! Seeing that printed 
in your magazine leads me to believe that you all 
are so hard on Sony's jock it has blinded you 
from any sort of reason. 

Vasant Balraj, juniorgtst@hotmail.com 


The reason we rated the Nintendo 
rumor more highly is that, at the time, it 
had a higher chance of happening. With the 
lackluster sales of Gamecube in almost 
every territory, except Japan, Nintendo was 
probably formulating a plan to phase out its 
console business and focus on the GameBoy, 
which is where the company earns most of 
its revenue. However, as of recent, a 
Nintendo representative has said that the 
company is working on a sucessor to the 
GameCube. We'll jus have to wait and see if 
that actually pans out. 


| was thoroughly disappointed by your review of 
Vice City. | mean, you guys almost gave it a ten, 
but instead of praising why you almost gave it a 
ten, you bitched about the insignificant details 
that made you give it a nine. If you had outright 
hated it, | could have understood that, but you 
guys just slandered it to hell. And some of the 


the fans (no Jill, no Chris)! The only adap- 
tation that I've liked is the Tekken Anime 





complaints you made were false. Vice City has 
plenty of jumps, many of which are incorporated 
into the levels, which added quite a bit of fun 
and depth. So, | wanna know, are you guys 
(especially you, Mr. Chris Slate, since you wrote 
the review), ever truly pleased and satisfied by 
a game? 

Woad, tantive7 @yahoo.com 


First of all, there was quite a bit 
more positive written about Vice City in that 
review than negative, but the bottom line 
is, everybody already knows what makes 
Grand Theft Auto great. To spend time going 
over the obvious would be a waste of 
limited space. So, in that review I tried to 
speak specifically about the things that | 
thought could have been done better. When 
you’re saying anything even remotely 
negative about a francise as beloved as GTA, 
you have to explain your points in detail to 
avoid any misunderstandings. 

As to whether or not we’re ever fully 
pleased by a game, of course we are. No 
game will every be totally perfect, but 
there are rare masterpieces that leave very 
little room for improvement. 


Ben Spear, River Forest IL 


WHERE ARE 
THEY NOW? 


es 


RASCAL 

Still looking like a 
middle-schooler and 
donning a backwards 
ball cap despite being 
27 years old, Psygnosis’ 
failed mascot character 
has to worry more about 
being carded for buying 
M rated games than 
beating boss characters 
these days. On the plus 
side, he can still order 
from the Burger King 
kids’ menu, and get into 
movies for only five 
bucks—which is about 
four bucks more than 
you can find a used copy 
of his game for on eBay. 


worth even renting that even resembled a 


TV show or movie. That Dark Ange! game 


was crap. There is only one game that 
looks promising and that’s The Matrix. 
Alex Thomas, Juliette GA 


The best movie based game has to be 
MIA eee SMV (OLON 9) Vale ele] 
i(atelWrelSM 1M O UN C= OAM BLO) (=e 

Siroos Davani, Gaithersburg MD 


Wet] cera] Om Cn =m-lelt (aM (ele <e-) ge WAUay ota) 
Yo)l=micar- y=] 91 
Arthur Cancino, Caracas AA 


that came out a few years back. 
Jason Pastorik, Ottawa IL 


My favorite TV based game has to be the 
Dragon Ball Z game for PS2. | only like it 
because it follows the story really well, but 
thats the only reason | like it. 


007-Nightfire, because James Bond 
looked like the real James Bond. 
Jason Brown, Woodsfield, OH 


Well, actually, | hated all the game movies 
that have come out. Tomb Raider had no 
plot, Resident Evil wasn't even made for 


| thought that every game made after a 
movie sucked. There was no good game 
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~AMD Athlon XP Processor 2400+ with QuantiSpeed Architecture 
outperforms competitive 2.4GHz processors 
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w/420 Watt Power + See Through Window 
+ Sound Activated Neon Lightt 
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~ <BLACK> 1.44MB Floppy Drive 


~ NEWI! NVIDIA GeForce-4 Ti-4600 128MB DDR 8x AGP Video 
powered by eVGA 
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~ Creative Labs Inspire 5.1 5200 Surround Sound Speakers 
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~ Free 1-Year 24/7 i-Care Deluxe Technical Support + On-Site Service 
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Every month we take a look at the coolest PlayStation 2 fan 
art from the hottest new talents. If you'd like to see your 
illustration printed here, send us a copy! (We’ll take 
COTE RCM MMe MMC RMB Ct Cte aCe) 


Uae Ong 


al eC ES( I 


ARC) 


to label the subject heading “Fan Art.” Now get busy! :-) 


One of our very favorite fan artists, ANDIE TONG, emailed us this 
absolutely fantastic Star Wars piece. We already like the Anakin in this 
picture better than the one in the movie—probably because he hasn’t 
opened his mouth to whine about anything. 


None, ‘cause all franchised games that 
come from movies just suck. Either the 
controls stink, the graphics need work, or 
the story line doesn’t make sense. 

1, Staten Island, NY 


‘Buffy’ was definitely a satisfying experi- 
ence. The gameplay was amazing - | can 
St play it for hours on end. Plus Buffy’s 


witticisms are always amusing. 
, Olive Branch MS 


Mine was Spider-Man, because it was cool. 
The controls were awesome and it 
actually followed the movie down to the 
letter. | really enjoyed this game and | still 
play it everyday. 

in, Dulles VA 


| think would be Tomb Raider, because 

was very faithful to the series, the action 

rocked and Angelina Jolie sure is a babe! 
| Fa f= r-[ere YN 


| would have to say my FAVORITE movie 
of the past year would have to be LOTR: 
The Two Towers with enthusiasm. Helms 
Deep alone was worth the money to go 
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PET Th yee eee 
new fan art by TREVOR HARDING. 
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Here’s a very impressive rendering of 
Suikoden III's Chris by AKIKO HIROMOTO. 





see it, although it was nice to see the erst 
of the movie too! 
, Salem OR 


Wel VASO) et cw Rogeme mig eA eK LATS 
Two Towers. It did justice to the movie and 
it is a very fun game to play. 
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We also packed this issue with over 100 
new screens of PlayStation 2 games, 
which were beginning to get announced 
at a faster and faster rate. Our Tekken 
We've always been big fans of the Tag preview alone boasted 40 shots, 
Tenchu games (and ninjas in general), so ——_ with lots of cool step-by-step sequences. 
we were thrilled to do this cover. We also spent quite a few pages ona 
Unfortunately, Tenchu 2 ended up falling Fear Effect strategy guide. Y’know, that Men Ce wer many ks 
short of the original in several different game never really got the success it puns more un 19 magne, 20 pagan nats 


tries. The company also licenses 42 magazines in 30 coun- 


areas (oh, well—at least Tenchu 3 is deserved—its content was pushing the i Pe OG ae arene PIED 
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looking really hot these days). envelope way before GTA III ever hit. : Te een 
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groups of people who share a passion. We aim to satisfy 
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offer superb value for money, trustworthy information, 
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to read or visit. This simple strategy has helped create one 
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“(An) insane urban racing experience... it's ultra-illegal stuff that you've dreamed of doing." 
- PSM DECEMBER 2002 





“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer 
Entertainment Inc. Online play requires internet connection and Network Adaptor for 
PlayStation®2 (sold separately). The Online icon is a trademark of Sony Computer 
PCC Ie ce MPM Lem cle ame UM Ua. (lea le ecm LeM UCM ClS iL Cn) 
trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries 
PUM st Rm eR MC em CC MOM ccm UM eee 
the R* logo are registered trademarks of Take-Two Interactive Software, Inc. The 
ratings icon is a registered trademark of the Interactive Digital Software Association. 
Cee ie eta Ca ls 


Violence 








































eM eal AO) MT aCe) sg Melee AT Ts [ lg tld Brel A ee) don't get caught. Use tricks to gain an edge or just to show off. Style is 
speed and control - but watch out, a wrong move eee Me le Pea ee aC eee 
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*DANTE ROCKS WITH NEW ACROBATIC AND 
ASS-KICKING MOVES - RUN AND JUMP ON 
WALLS, AERIAL KICKS, SIMULTANEOUS 
SHOOTING IN TWO DIRECTIONS AND MORE! 
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*DANTE IS BACK IN THIS STYLISH 
ACTION-THRILLER AND SEQUEL TO 
THE PHENOMENAL DEVIL May Cry! 


*PLAY AS DANTE OR THE MYSTERIOUS 
AND SEXY LUCIA...THE NEWEST 
MEMBER TO THE DEVIL MAY CRY SAGA. 


TION. BATTLE IN MASSIVE ENVIRONMENTS 
FILLED WITH WRETCHED ENEMIES AND 
ATMOSPHERIC SPECIAL EFFECTS. 
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